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This rugged and mighty off-road 
behemoth can conquer any terrain. 


Weli baianced off-road ability and 
handling keep the Jeep in every race. 



Land Rover 
Defender 90 


Chevroler 
K1500 Z71 


Quick and agile, this V8-powered 
import can negotiate the tightest 
spots due to its compact stature. 


Extraordinarily powerful and surprisingly 
controllable-a true off-road monster! 




Conquer The World’s 
Most Wicked Terrain! 


Three unique environments; 
Desert, Snow, and Forest affect 
the way your car handles and 
maximize gameplay. 


Four ways to race; SINGLE RACE, 
FULL-SEASON, CLASS LEAGUES, 
and MIXED LEAGUES. 


tracks test your off-road skills, 
igotiate treacherous terrain as you 
ittle for the checkered flag! 


View the action from 
any of 9 camera views 
selectable on the fly! 


Engage in wild MULTI-PLAYER 
ACTION via network, modem, or 
splitscreen racing. 


...like Need For Speed"" In an off-road environment 

Computer Gaming World 


Test Drive is a trademark of Accolade, Inc. ® 1996 Accolade, Inc. 


o order direct call: 1-800-245-7744 


All rights reserved. Developed by Elite Systems, The Land Rover 
name and logo are trademarks of Rover Group Limited used 



under license. Hummer and Humvee are the registered trade- 
marks of AM. General Corporation. JEEP and Jeep grille design 
are registered trademarks of Chrysler Corporation, U.S.A. and 
are used under license. ©CHRYSLER CORPORATION 1996, 
Chevrolet K-1500 Z71 and Body Design are trademarks of 
Chevrolet Motor Division, General Motors Corporation, used 
under license by Accolade, Inc. The Need Tor Sjseed is a trade- 
mark of Electronic Arts. 


www.accolade.com 
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You’re in the cockpit against Earth's deadliest menace in this high-tech flight-based 
game with blazing arcade thrills. Battle alien attack fighters as you obliterate the 
City Destroyers deployed overhead by the massive Alien Mothership. As your 
mission progresses from city to city, you fly faster and more heavily-armed planes, 
from the F-18 Hornet to the captured alien fighter from Area 51, building to a 
death-defying climax in a whiplash-paced assault inside the Mothership! 





COVER STORY 


Trespasser: 
Jurassic Park 


How do you follow up the 
second biggest grossing 
movie of all time? For Stephen 
Spielberg, you not only make a 
movie sequel, but a digital 
sequel replete with the most 
advanced technology we’ve ever 
seen in a PC gaming title. 


THE RETURN OF GAMER'S EDGE! 


You complained, 
and we listened— 
Gamer’s Edge is back, and 
now it’s bigger and better than 
ever. Check here every month 
for in-depth strategies to the 
hottest games on the market, 
written by some of the best 
gamers in the business. 
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Diablo 


War Wind 


THE ULTIMATE GAMING MACHINE, PART 4 

Optimal Upgrades 
For Your PC 

In the final segment of our series. Contributing 
' Technology Editor Loyd Case helps you devise the 
optimal strategy for upgrading your PC. Find out vyhat it 
takes to turn your middle-of-the-road PC into a lean, mean 
gaming machine. 





ccw 


MARCH 1997 




SNEAK PREVIEWS 


Ea Redneck Rannpage ► 
EH Darklight Conflict 
EH Abe’s Oddysee 
Bil The Great Battles 
of Alexander 
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Master Of Orion 2 
Red Alert '• 

Lords of the Realm II , 
Age of Sail 
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SNimii Dungeon Keeper sees daylight 









They killed your sister. Now the/re out to get the U.S. of A. 
The/ve messed with the wrong Champion. 
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www.activision.com 


Coming Soon on Windows*95 CD-ROM 
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with over 20 lethal weapons! 
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through unrestricted 
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disc? Where’s the justice in this world? Is anybody out there 
even listening? 


W hat’s on the demo disc and how do I use it? What can i 
do if I have a CD subscription and I didn’t receive a 





Whafs On The CD? 


I f you like strategy games, you’ve come to the 
right place, We've got five good strategy game 
demos aimed right at your 
head; Heroes of Might and 
Magic II from New World Computing; 

War Wind from SSI, which 
comes with its own 
custom scenarios; 

Fallen Haven from 
Interactive Magic; 

Emperor of the Fading 
Suns from SegaSoft; 

and Syndicate Wars, from Origin/Bullfrog. 
Also this month, be sure to check out 
Origin’s gorgeous-looking space simulation/trad- 
ing game, Privateer 2: The Darkening, and SSI’s excellent 
wargame Steel Panthers 2. You’ll get your money’s worth. 


Auto racing fans: get your speed thrills with Screamer II 
by Virgin Interactive and Sega Rally by Segasoft. What? 
You say you want more contact? Perhaps you should steer 
towards Sony Psygnosis' Destruction Derby 2. Too bad life 
doesn’t imitate this art! 


How Do I Use It? 

If you have Windows 95, 
installation is simple: The CD 
is Autoplay enabled^ust lock 
'n' load. Otherwise, from 
Windows 3.x, select Run from 
the Program Manager menu, 
and type D:\RUN-ME (where D 
is the letter of your CD-ROM 
drive) to run it straight from the CD. Then type 
D:\INSTALL to create a CGW program group on your 
Windows desktop. If you have installed previous versions 
of the CG-ROM, this disc will use the program group 
already on your desktop. 


I y GAMES AND GOODIES O N THE CG-ROM . 


DEMOS AND STUFF 

PLATFORM 

DIRECTORY 

EXECUTABLE 

Atomic 3D 

95 

DEMOStNEUTRON 

SETUP.EXE 

BattleSport 

DOS 

NONE 

BINSTAL/INSIALLEXE 

Destruction Derby 2 

DOS 

DEM0S\DD2_DEM0 

INSTALL.BAT 

Dragonheart: Fire & Steel 

WiN/95 

DEMOSIDRAGON 

DRAGON.MOV 

Emperor of the Fading Sun 

95 

DEMOSfEMPEROR 

SETUP.EXE 

Fallen Haven 

95 

DEMOS\HAVEN 

SETUP.EXE 

Gamers’ Guide to the internet 

n/a 

0:UXT 

via CD interface 

Harpoon 97 

Wm/95 

DEMOS\KESMAI 

HARPOOH.EXE 

Heroes of Might & Magic II 

95 

H2DEM0 

AUTURUN/AUTORUN.EXE 

Koala Lumpur 

wiN/gs 

DEMOSIKLDEMO 

SETUP.EXE 

Mplayer front end 

95 

DEMOS\MPLAYER 

SETUP.EXE 

Patches 

n/a 

D:tPATCHES 

N/A 

Privateer 2 

DOS 

DEM0S\PRIV2 

INSTALL.EXE 

Scorched Planet 

95 

DEMOStSPDEMO 

INSTALL/WINDQWS/ 

SETUP.EXE 

Screamer II 

DOS 

DEM0S\S2DEM0 

INSTALL.BAT 

Sega Rally 

95 

SEGA 

INSTALL/SETUP.EXE 

Steel Panthers 2 

DOS 

DEMOS\STE£L2 

INSTALL.EXE 

Surface Tension 

DOS 

DEMOStTENSION 

INSTALL.BAT 

Syndicate Wars 

DOS 

DEMOStSW 

SETUP.EXE 

War Wind 

95 

DEMOStWARWIND 

SETUP.EXE 

War Wind Scenarios 

95 

DEMOSIWWSCENAR 

N/A 

Wing Com. Secret Missions 

95 

DEMOS\WING_SM 

SM12INST.EXE 

Wing Com. Special Ops 

95 

DEMOS\WING_SO 

S012INST.EXE 
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Fireball your^^ 
H PC with Magic 


^^Srhen summon r 

Serra Angel s^^^fe 
Shivan 

Ipg^^l^and 

Aswan Jaguars 

completely annihilate it 



Destruction Derby 2 




Steel Panthers II 



Syndicate Wars 


Where Are The CDs 
I Paid For? 

If you subscribe to the CO version but you 
have not received a disc with your magazine, 
you can now email the company responsible 
for fulfilling your order. Send your complaint 
along with your name, address, phone number, 
and subscriber number to cgw@neodata.com. 
Neodata is a magazine fulfillment house which 
is not owned or operated by Ziff-Davis. 

if you have repeatedly contacted Neodata 
either by telephone or email and have not 
received missing CDs. or you wish to register a 
complaint concerning Neodata, please email 
Charles Mast at cmast@zd.com. Include your 
name, address, telephone number, and sub- 
scriber number. Mr. Mast is the subscription 
director for Ziff-Davis Publications. 

How Do I Play The Demos? 

To view the demos, first click on Editors’ Hot 
Picte, Special Features, or Product Demos. 
Then click on the title of interest. Each demo 
has its own instructions for installation. 

How Do I Get 
The Patch Files? 

Click on Patches under the CGIV Features, 
then read the instructions on copying the files 
to your hard drive. You can access the patches 
from a DOS prompt by typing D;\PATCHES 
(where D: is the letter of your CD-ROM drive) 
and copying them directly to your hard drive. 
We strongly recommend that you back up any 
saved games before installing a patch, as this 
may overwrite your existing program. 

How Do I Get The CG-ROM? 

Newsstand issues come in two flavors: with 
and without the CD. If you can’t find the ver- 
sion you want, encourage your retailer to carry 
it (or subscribe to ensure that you get a CD 
every month by calling (303) 665-8930: specify 
that you want the CD-ROM version). 

Disclosure 

As a matter of record, CGW voluntarily main- 
tains a list of companies in which SoftBank, the 
parent company of Ziff-Davis Publishing Co., 
has an interest. It is available online at 
hltp://www.zdnet.com/gaming/disclaim.hfml 
and is updated when we become aware of 
such investments. % 
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POWER FI is the latest heart~thumping, record-breaking, speed demon 

Formula One game to hit the circuit. Based on 1995 season data, Power FI features the 
official cars, drivers and tracks to strap you into a visually entertaining and exciting 
racing game with an arcade feel that puts the emphasis On fun! 




FEATURING; 

• Multi-player and 2 Player split screen mode. 

• Statistics based on 1995 season data. 

• All 17 of the 1995 Formula One tracks modelled to great detail. 

• Single race, championship or shoot out game modes. 

• Workshop facility to allow total control on car set up and build. 

• Realistic pitstops, fuel consumption and car damage. 

• Tactical options for car set up, to counter all weather conditions. 


EUos Inleractm, 3(3 Sacramtnlo Stml, San fnnclsn, California 94111 

CIRCLE READER SERVICE #274 ciKck out POWER FI (t i www.eiilosinteractive.coiii 

tn ofikial product oi llie fia formula one championship. Licensed by foca lo fnji lelensioA. copyrfqhl i published 1997 Cdos bteraef Ik lid. Alirfghls resereed. 
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X. OPTIONS ^ 
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What Makes A 
Good Game? 


The Eightfoltl Path To Great Game Design 



D uring Ihe 
holiday 
season, I 
was privi- 
leged to 
be inter- 
viewed by 
a number 

of broadcast journalists about 
computer game gift ideas. Many of 
the reporters wanted to know what 
makes a good computer game. At 
first, I wanted to hedge. After 
all, what makes a computer 
game seem good to me may 
be irrelevant to you. Yet, I felt 
that I could go a long way 
toward building understanding 
of the hobby if I could articulate 
a few coherent thoughts on the 
subject, so here is my eight-step 
path to great game design; 

good game is winnable, 
with the possibility of 
defeat. Gamers like to win, but 
they savor a victory when it's a 
close call, a hard-fought triumph. 
Games that are too easy aren’t 
fun. but neither are games which 
are too hard. Play-balancing-the 
art of adjusting the game’s values 
so that the possibilities for victory 
and defeat are either even or only 
slightly in the gamer’s favor-is • 
even more important to a game's 
success than the depth ot the 
graphics palette or the quality of its 
soundtrack. 

>Good games offer authentic 
choices so that gamers' 
decisions really matter. If the 


game forces players through a cer- 
tain pathway, regardless of their 
earlier choices or successes and 
failures, or both, they won’t feel 
like their decisions make a differ- 
ence. When gamers don't feel like 
they’re making a difference, they 
don’t get any satisfaction out of 
playing. 

^Good games allow gamers 
to feel like they are getting 
more proficient. This can be 


What makes these 
games great? 

shown in several ways. It may 
become easier for them to wipe 
out the initial enemies faced in a 
game, so that those spiders or 
rats that used to take two or three 
hits to destroy now only take one 
or two hits. It may merely be that 
gamers are told that they have 
gone up a level in skill so that 
they can succeed more easily at a 


given task. It may be that they 
gain more command capability 
and, as a result, are allowed to 
deploy more, or better, units or 
resources. It may simply be that 
they are granted appropriate 
recognition through the presenta- 
tion of medals, citations, promo- 
tions, knighthoods, etc. Yet, how- 
ever it is accomplished, a good 
game lets gamers feel like they're 
getting somewhere, 

^Good games allow gamers 
to continually discover new 
things. Games like Civilization II, 

. Conquest of the New World, 
WarCraft II, and C&C: Red Alert 
let gamers discover the game 
wortd piece by piece, uncovering 
a map from unexplored realms. 
Games like Civilization II, 

Master of Orion II, Master of 
Magic, Deadlock, and even 
lesser games such as 
• Ascendancy allow gamers to 
unfold a technology or discov- 
' ery tree so that their capablll- 
' fles constantly increase. For 
adventure and role-playing games 
like Daggerfall, Diablo, and 
Mission Critical, discoveries often 
require finding artifacts, getting 
information, and uncovering trea- 
sure through encounters with 
aliens, monsters, suspects, or 
townspeople. 

>Games should have more 
than one path for winning. If 

gamers always have to build the 
same technology at the same point 
in the game or they always have to 


conquer cities in a given order, it's 
not the kind of classic game that 
keeps them coming back time and 
time again. For example, we here 
at CGIV loved Merchant Prince and 
Its remake, Machiavelli, when we 

^ Gamers 
should never 
think things 
are so hope- 
less that they 
can’t make a 
comehack. 77 

first started playing them. 
Unfortunately, as soon as we dis- 
covered that you could always win 
by purchasing influence in the 
church, we lost interest. 
Replayability, if not a certain open- 
endedness, is part of what makes a 
good game great. 

^Good games have solid pac- 
ing. Gamers should never feel that 
things are so hopeless that they 
can’t make a comeback. Even when 
they're losing, there ought to be a 
sense that they can get things under 
control with the right strategy, even if 
they have to play a longshot to make 
it so. Being out of control Is only fun 
tor a short time; restoring order is 
what makes the victory sweet. 
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^Games should have multi- 
player capability. Once a 
gamer tias beaten the Al. they 
ought to be able to take on some- 
one their own IQ size-a human 
opponent or two. Multi-player 
capability, or even play-by-email 
capacity, brings a delightful socia- 
bility back to gaming. 

>Good games have a way to 
customize them. Whether 
gamers can merely build maps, 
vehicles, and military units or 
design monsters, dungeon levels, 
and cities from the ground up, a 


good game should allow them to 
build their own version of the game 
to pass on to their friends. 

The technologies involved In 
computer gaming will continue to 
change, but the qualities inherent 
in good game design won’t. The 
big winners in the future will be 
those designers who use techno- 
logical advances to enhance the 
game qualities described above. If 
you have anything to add, feel free 
to join the discussion concerning 
good game design at www. 
zdnet.com/gaming % 




akes A Good Magazine? 


W e don’t just want 
the computer 
game industry to 
make better 

games. We want to make 
Computer Gaming Wbr/d better 
and better too. At times, we have 
redesigned the entire magazine, 
but we don't think that’s nec- 
essary at this point. We’ve 
just heard our readers speak 
on some issues, and we’ve 
made a few changes to 
reflect their input. 

First, we are 
constantly bar- 
raged with mail 
complaining 
that we don’t 
offer enough 
tips and 
cheats. Since 
we were deliv- 
ering 15-30 
different tips 

per issue in the little CG Tips 
boxes and in the adjoining sidebars 
of strategy articles and reviews, we 
were alarmed. You didn’t feel we 
were meeting your needs. We also 
kept hearing that you wanted 
"Gamer’s Edge" back. So, it’s 
back! We've put the tips and strat- 
egy articles all together in one 
complete section. 


Second, we heard you when 
you said you couldn’t easily tell the 
difference between "Sneak 
Preview” coverage and “Review" 
coverage. Now, you should be able 
to tel! at a glance. Sneak Previews 
will appear in the front of the mag- 
azine and the "Reviews” (still 
ordered by genre for fast reference 
and naviga- 
tion) are all 
in one sec- 
tion. In this 
way. we feel 
like we’ve 
maintained the 
easy navigation 
for finding the 
reviews you 
w/ant and clari- 
fied the distinction 
between Sneak Previews 
and Reviews. 

Of course, the changes 
in structure meant that it 
made more sense to put most of 
the columnists together rather than 
placing them in separate genre 
sections. Now, columns are in the 
back of the magazine, and most 
columnists will appear every issue. 
We hope these changes combine 
to give \^u a more useful and 
digestible magazine. Let us know 
what you think. 
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It's based on the 
top-selling multi-player 
board game with 
computer enhanced 
features like perpetual 
score keeping plus tips 
help on demand. 
SSA 1 to 7 players. 
^^^Kompete against 
H^ajms or the game's 
^ ^^rafty Artificial 


to be swept 
of history. A 
achieve won 
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A 



LETTER OF THE HONTH 




ON LAWYERS, ON-LINE, 

AND WASTED SPACE 

'Hie Januan’ 1997 Issue toiiclied briefi}' on 
three important issues which I feel (leservc 
some commeiitar}’. 

Johnny Wilson’s piece on corporate !a\v)'ers 
attempting to stamp out custom levels and 
user-generated scenarios depicts the sad slate 
of affairs at some (but not all) game publishers. 
Because many of these publishers seem 
unable to give us what w'e want in a gaming 
experience, they will attempt to destroy, 
through litigation, things like cheat programs, 
editors, and otiier utilities devised lo make the 
games nn)re enjov’ablc. 1 cannot believe that 
LiicasArts’ Star Wars license is threatened by 
, an externally-developed 
level editor. 'Ihis is 
a standard response 
from cop)'Tight 
holders, who claim 
that the value of 
tlieir properties will 
be lessened, but it’s a 
claim thal doesn’t 
cany the burden of 
proof on the copyright 
holders. 

Prove to me the 
value (jf your properly 
will lessen. Ifanjiliing, 
the value of the property 
will increase because 
many of these oclemally- 
dev'ciopec! editors 
increase ilic accessibiliiy of the game to other 
users. So, screw Uica-sArls. 1 can get along just 
fine w itliout plaving their games. 'Ihcre arc 
other companies which actually cncounigc 
user participation with their games. Two 
notable CKimples include Sir-'Iech’s j,\C'.c;i;D 
AUMNCii:: r)i;'.Ai:)!-Y C/VMivS, with its iiltni-cool 
, Scenario and Camjjaign hlditor, thus allowing 
us to make game after game witli tlie |A 
engine; and, of course, id's Qu.AKl':. Id did some- 
thing completeiyrevoluti()n3r)'witii Qd.akiv 
'H te game itself is just more of the same, and 
indeed, even dull (1 got boied playing the sin- 
gle-j>!a\'er ,game and quit wilhoiil finishing}. 

But where tlic revolution occurs is in its allow- 


ing eveiy'one to have access to the code, and lo 
1 nake whatever they want out of that, from 
Qi lAKK, we arc getting things like QSoccicu, a 
fooiball game, vehicle driving, biziirre patches 
that allow for new vv'ea|3ons, new nioiisters, and 
on and on. It takes a guLsy company lo <lo that, 
and they .should be applauded for cicliv ering an 
entertainment product that doesn’t punish the 
user, and that encourages continuing develop- 
ment in its name. 

OK, point number two. Ken I’riichard’s 
letter of the Month mentions a fact which 1 
Ihinkis undereslimated bymosl gaming publi- 
cations. 'lliere arc a lot of as gamers who sim- 
ply don’t want to play online games. Of 

Connie, online gaming is 
hot, but 1 think people 
need to he careful 
about overhyping the 
new phenomenon. It 
won’t re|3lacc single- 
player gaming, it will 
be another option. 
Some games will 
find their strength in 
imiltiplaver online 
gaming, others will 
find their strength 
in being played by 
a single person 
alone with their 
computer. '1 he 
standard line Ls, 
“Wliv would you 
want to play against a poorly-designed Ai 
when you could play against human oppo- 
nents?'’ Well, Pritchard mentions several rea- 
sons why human opponents may not be opti- 
mal. Plus, thcrcarea lotof as.sholc,s out there 
whom I really don'l caie to mecl, online or 
not. I just don’t feel the need to link up with 
someone and plav' the latest computer game. 
I’ll rather pla)' the game by myself. And there’s 
no reason why a game has to have poorly- 
designed AI except for lazinc,ss on the part of 
the publisher. '1 he new trend of releasing a 
game that supports holh single-player and 
mulfiplaver modes— with Ihc single-player 
mmle being com])letelv lame and tacked on 

^Continued on pg 24 



UAKEWARMOR? Game edites such 

uakeC let vox 


REAL-TIME: NO DEAL 

Real-time wargames? C'Wliat's the 
Deal With... Real- Hmc?” December. 
‘96) Please, NO! Wiilc i enjoy 
Co.MMANi') A; CONQUIiR and even 
W-vrCiui 'I 2. 1 alwav's fall back to a 
boardgame or a computer w argamc 
for a gooil stratcgic/laclical game. I 
do not wish for a more realislic game 
in the scn.se that lin pressured for 
time and (tying to click on a group of 
infanliy' faster lhan my opponent (oh, 
yeah, this realKadds to the realism!). 

I would like, however, an intelligent, 
playable, and reasonahl}’ historicalh- 
accuralc game that rewards good 
strategic thinking, nol fast reflexes. 
'lum-ba.sed w orks much better in this 
regard. I would absoluicly love to see 
companies adapt existing 
boardgarnes to computer format so 
that the bookkeeping is lc.ss of a 
chore and the player can concentrate 
on actuallv plaving. Avalon I lill’s 
Co.MPinKR Third Ri-.icii isagood 
start. If I waiUcd to be held hostage to 
real-time. I’d pick up a tank simulator 
program or stick with CA:C. 

Inciilciitally, I can recall one game 
that did combine real-time with 
wargaming.'l'hat was PM'I'ON 
S'l'KIkliS Remember that one? 

1 didn't think .so. 

1 1 would indeed be a sad da)' for 
wargainers if Mr. Cinilis gets his wish 
and w e do one day sec the "F.nd of 
lhc'luni-Ba.scd Caines as wc know 
them.” If thal happens (heavy sigh), 
at least 1 w ill still have my closet full 
of boardgame-s. 

Kjrk^'!. Cairo!! 

Charhtte, NC 

On the CCW^ editorial staff, ire like 
both real-time games and turn-based 
games. 'Ih us, the real-time games offer 
more of a sense of urgency, and the 
limi-lxised games provide mare of an 
opportunity to sawrthe options. Vw 
fonuer is heller at presenting the realit}’ 
of ladical command hvls, but the lat- 
ter gixes one a bettersense of feeling in 
control. Ul’ hclie\'e the game designer 
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It’ll Rock Your World! 

Ibido, the world of CAVEWARS, is a 
rockin' place to dwell. In a vast, maze 
of caverns, eight species wage an 
incredibly brutal war for survival. 
Your job, Commander: take control of 
tliese subterranean Hfeforms and roll 
over the civilizations of your enemies. 


it’s Not All 
Blood’n’Guts! 

CAVEWARS is also a giime 
of exploration and empire 
building. Play vs. as many 
as four computer or human 
opponents. Fight in “Ibido” 
or have the computer create 
a new underground world. 


Dig It or Get Buried! 

In the beginning, you have primitive weapons and magic and your empire is small. 
Manage your population and your troops, mine rich mineral deposits to forge new 
weapons, effectively research new technologies, and rediscover the lost spells of 
Gimior. Now kick some serious butt and the vast levels of caverns will be yours! 


VAKl yf/BERCBljl DWARF sij^j^RIE I'ARCHON I'KOIL 

“! CAVE^^iJtS for is avmlable wliereyM great games are stM, oJ" contact: 


... , tor iisin^u-KUMi IS aviuiame wiiererer great games 

AH ^ file Hill C^me 0 

**} , mVISIOIf OF MONiUtCHAVAION. INC, 


MD am4 .^11 Free: 800-99® 

httn://w»Fw.aval«^ill.coiiL('* 

piRf;ifiii»Fanpn tiFriv/it'p'flasi 


4517 Harford Road, 





t REAL-TIME WARGAMING Close Combat is in the middle of 
the debate between real-time and turn-based wargames. 
The game sold well and has become popular on 
Microsoft's Internet Gaming Zone at www^one.com. 

ahoiikl choose ihc lucclumics which 
best fit the design intent. 'Ihis issue 
definileh seems to haw hit a nene. 
though. Check out this next letter. 


IT'S NOT REAL 

1 c[ me quole from your recent 
])re\icw of I Aieaiv'Vls’ fenii I LION: 

“In both the.slnilcgic iiiul tactical 
portions of the game, your enemy is 
ino\ing bus pieces simultaneously 
with \ ou in real-time.” 

Now, since the strategic poition of 
ihis game encom)5asses wresting 
control of an entire gd/tixy from the 
op|X)sition — building ba.ses, staging 
invasions, and sending fleets on mis- 
sions of conquest — how in holy hell 
can it be staged in real-time? Aic ) oii 
sciiously su^esting that it takes sev- 
eral v’cars to coin|)lele tlie game? And 
if uni achialK base full years in 
w hich to move )’our units an nind, 


■f A' LETTER OF 


*»Contme(l from pg 22 

to increase sales— -should be halted forever. 

, Finally, point number three. Walt i- luber’s 
letter brings up hvo interesting thougiUs. You 
definitely should let people know' if the game 
can support multiple players in ncKs ork mode 
or if each plajer needs to have a separate copy 
of the product. And, 1 want to gh e a rousing 
"fTcart [fear!" to liis comment that your maga- 
zine spends way too much time talking about 
alpiias and prcx'iews of upeoming games, 
CGW bn’t ilie only offender, of course. /Ml tlie 
game magazines do it and, frankly, it’s jjrctly 
useless. Malf (he time the games come out 
witli a completely different feature set than 
previewed, and the other half of the time the 
games never come out at all. Usually, previews 
and alpha looks are written in an optimistic 
tone, and when the game is released, that opti- 
mism turns to disappointment. Short looks at 
games to be rcieased in ibe next two months or 
so arc OK, just so we know on w'hat to spend 
our gaming money. But I would much rather 
read an in-depth review' of the released game, 
or a discussion of the patch and how it affects 
an already released game, than anj'thing about 
a game that isn’t yet on the shelv'es. Again, this 
isn’t CGlUs problem, it's all of the game maga- 
zines. Wiat 1 do now' when ! rcadG(J\Yor 
any of the others is to simplj' skij) over the 
Preview [jages, Never read ’em at all, and so 


THE MONTH 


far, hav'en’t felt like 1 missed anything. 

Anyway, that’s it for (his letter. I still like 
GCW' quite a hit and hope you continue to 
improve. 'Ihanks for listening, 

Mark Ihse 
)ia the Internet 

We hearpu. but ive also want to make sure 
pu noticed that johnm Wilson's editorial also 
warned howcoppigjit protection rvas necessai}’ or 
companies would lich'e to mort to encr}’ption and 
protection schemes that 'umld mitigate against 
scenario and campaign editors. So, the game edi- 
tors are essentially under siege [mm bvo direc- 
tions: o\'erl)'-aggressive interpretation of coppgjit 
on the one hand and inlcniational complacency 
with regard to cofTyriglitviolations on the other. 

V\^c also hear you about online games. One 
reason wit}' we onfy focus on online games in a 
fe)v issues per year is because we think (he h)pe 
is too far ahead of the cunx:. j\s foryour com- 
ments about sneak predews, pull notice that 
most of our editorial space is devoted to rcvmv 
and strategics of games (hat you can pki)> now. 
Since we onN reiteii' from final cop)', sneak pre- 
views provide eady information that man)' of our 
readers use to see if upcoming games will 
appeal to them. We agree that the industi)’ trend 
is to cen'er games too far in ad\'ance to be useful, 
hut gamers often state that the): want previev^s, 
and our job is to gwe them what they want. 


but can accelerate time, then what 
benefit is offered by this real-time 
hype — besides being able to print 

■■KF-Al/nMPNronthcixjx? 

Or docs real-time as you arc using 
it here traaslale to “the player needs to 
make a decision (that would actuall)' 
he made by a full general staff over the 
course of several weeks) in 15 ,sec- 
oncLs?”/\reuT we talking alx)ut enor- 
mousK' accelcrate'd unreal time? Wliat 
it lx)iis down to is that most 



real-lime games are simply 
mechanisms for camouflaging defi- 
ciencies ii 1 fhc/M by forcing the 
gamer to hum', 

/\t a platoon level, perhaps real-time 
offers some benefit, but in a game of 
galactic grand slrateg\'?So long as ! 
have a full hour to decide when to 
invade Coniscant, then perhaps I'll 
believe your claim that l^'lihLMON is 
a real-time game. 

Scoff K. Stafford 
from the internet 



We prefer you e-mail us at 


one of lliese addresses: 

CompuServe: 76703,622 
•. Iritemcfi 76703, 622(® com- 
■ puscne.coni 
or write to: 

CGW, Ixtter'lb’ihc lilditor 
135 Main Street, Nth Floor 
San Francisco, C/\ 94105 
We reseive the right to edit all 
letters for space or clarity. 
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Ybu command one 
55 missions and 
19 dittoront 
aircraft* Go 


O 1997 AH Games. Power Mac is a regislered trademark oF Apple Computer. Inc. 


The Avalon Hill 

DIVISION OF MONARCH AVALON, INC. 

4517 Harford Road, Baltimore, MD 21214 
410-254-9200 • Fax: 410-254-0991 
http;//www.avaionhiit.com 
Available at your favorite game retailer or call us Toll Free: 800-999-3222 
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■ he Rbventure game 
that challenges your 
moral fibre 


• 48 fully animated characters 

• 60 stunning, high resolution locations 

• 4 massive, non Unear, inter-linked worlds 

• Animated hy an ex-Disney artist 

“A journey of a lifetime awaits you in this 
marvelous adventure. The world of Fable 
combines stunning animations with 
progressive puzzles, curious characters 
and outlandish events, all topped off with 
a twisted sense of humor.” 

“A game to rival the Lucas Art’s Adventures.” 
Lee Brown, CD-ROM Magazine 

‘‘Reminiscent of the King’s Quest series.” 
Mark Ulyatt, PC Power Play 


For Windows 95 and DOS 



Developed l)y: 


ttlc SitiJietK 


OCiopyriglilTelsuir Kleclmnie Sliidios l.ld. 


To order, visit your retailer, 
or call: (800) 447-1230. 
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PCPOWER Wo 
CD-ROM Games 90% 
CD-ROM Magazine J 
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Tel: (315) 393-fi633 Fax: (315) 393-1525 
E-mail: webinastei @sir-tcch.com 

www.sir-tech.com 
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READ.HE 


back of the mouse cursor hand. 

Scheduled lor release in early 
April, 1997, Dungeon Keeper will 
allow up lo four players lo com- 
pete via network in keeper-vs.- 
heroes and keeper-vs.-keeper 


Dungeons, 
Dolphins, 
And Deities 


Bullfrog's Dungeon Keeper Tops Their 
Lineup Of Impressive Games For '97 


DUNGEON KEEPER 

Almost 10 years after 
founding Bullfrog and devel- 
oping the genre-buiider 
Populous, Peter Molyneaux 
said he plans to leave the 
company after his latest pro- 
ject, Dungeon Keeper, is 
completed. This departure 
hasn’t worried many at the 


“Being a hero has become such 
a cliche I wanted to do some- 
thing different. In Dungeon 
Keeper you have to be a com- 
plete and utter bastard, design 
and build a dungeon, and be 
the bad guy. There are heroes- 
good guys who enter your dun- 
geon and try to steal your trea- 
sure, rid the world of your evil," 
So how do you win? "You gel 


end, you will kill him hor- 
ribly, and there’s a nice 
cut-scene for this." 

Dungeon Keeper fea- 
tures two distinct, but 
related, styles of 
gameplay: overhead 
strategy and first-person per- 
spective, real-time action. The 
object is to lure evil creatures 
who'll become your servants 
into the dungeon to defend it 
against heroes. The dungeon is 
expanded in the main map and 
strategy section, as you build 
living quarters, gold stores, and 
food hatcheries. You can direct 
minions against the heroes 


MORE MR. NICE GUY 
Allow one of your hench- 
men to do your dirty work 
for you. 


Any creature can be pos- 
sessed, right down to the hilari- 
ous chickens that the monsters 
feed on (not such a good idea, 
unless you want to become 
monster fodder). You can also 
torture, train and discipline crea- 
tures, slapping them with the 


DARK SPACES Who knows 
what evil lurks within the 
heart of your dungeon? 

company, for one simple 
reason: Dungeon Keeper 
never seemed very near 
completion— until now. 

CGH/ took a peek at an 
advanced version and spoke 
with Molyneaux about its devel- 
opment, 

“1 was sick to death of always 
playing the good guy in 
games," Molyneaux explains. 


more points for stab- 
bing heroes in the back 
than killing them clean- 
ly In battle," says 
Molyneaux. "There is 
this green and pleasant 
land which is viewed 
from your castle, which 
progressively becomes dark, 
ravaged, and blood-ridden as 
your Dungeon’s influence 
spreads. In the distance is a 
castle inhabited by the Avatar 
from the Ultima series. In the 


from this overview or, more 
interestingly, possess one of 
them, then enter a 3D textured, 
first-person world and fight from 
this perspective, while the com- 
puter takes care of the sIm end. 
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modes, as well as a first-person per- 
spective dealhmatch. Every aspect of 
the 25 levels will be editable in Win 95 
using a customized Excel spreadsheet, 
A Dungeon Keeper Web site is also in 
the works, which will allow up to 256 
people to play on-line, with up to 64 
dungeons, on a skeleton landscape 
created by Bullfrog. 


CREATION 

Creation is an eco organization 
which has escaped the syndicates and 
set up a water-world on a distant plan- 
et. You take on the role of an underwa- 
ter caretaker, looking after dolphins, 
whales and other triendly flora and 
fauna. The overall impression of depth, 
light and shade is impressive, as you 
traverse this submerged, textured world 
in an armed submersible. But all is not 
well: A sinister fungus starts appearing 
on the ocean floor, driving fish into 
aggressive mode. The usual suspects 
are there: sharks and killer whales, 
which amateur big game fishermen will 
enjoy blasting away. The syndicates 
appear, too, and soon you're in the 


SWIMMING WITH THE SHARKS 
Creation plunges you into new 
depths, as you patrol the realms 
of a subterranean world. 

midst of a full-scale battle, the only help 
coming from a few dolphins acting as 
your wingmen. 

Most of the texture screens were up 
and running when I saw the game, but 
internal views, control screens, and 
guidance were not properly set up. 
Creation is scheduled tor release in late 
spring or early summer. 


POPULOUS 3 

The game that kicked off the God 
Sim genre is back, this time with a 
complete graphic overhaul. The new 
world view is so secret that Bullfrog 
wouldn’t even allow CGW a screenshot. 
We did get an early peek at the title, • 
though, which looks very advanced lor 
a game not scheduled for release until 
summer. 

It is being produced under the 
supervision of Alan Wright (Magic 
Carpet 2}, and follows the same basic 
scenario as the other Populous games: 
Worshippers do your bidding and 
Wildies wander around aimlessly, lead- 
ing shallow lives until they’re converted 
to your religion, in an all-too-accurate 
portrayal of mankind’s history. 

There are plenty ot 3D disasters to 
contend with, including insect plagues, 
a ghost army, earthquakes and voica- 


f ' PLAYING LATELY? 


H ere are the games readers are actually blowing the most 
time on, as opposed to the reader’s overall “qualify rank- 
ing" in the Top 100. 

The Top 6 remains fixed, with 
Civilization II, Duke Nukem 3D and 
WarCraft it maintaining the top three 
positions for the eighth consecutive 
month, while Command and Conquer. 

MechWarrior 2 and Quake hold their positions a few steps behind. 
Daggerfall creeps steadily up the chart, while Heroes of Might 
and Magic slips back down into tenth place. 

You’ll no longer find the CGW Poll Card bound into the maga- 
zine, but check your mail box: We mail a survey to 1,500 random- 
ly-chosen subscribers each month, and we use the results to cal- 


culate the Top 100 and Playing Lately each month. 

Last Months 
Month On Chart 

1. Civilization II (MicroProse) 1 10 

2. Duke Nukem 3D (3D Realms) 2 11 

3. WarCraft II (Blizzard) 3 13 

4. Command & Conquer 

(Virgin/Westwood) 4 16 

5. MechWarrior 2 (Activision) 5 15 

6. Quake (id Software) 6 3 

7. Daggerfall (Bethesda) 10 2 

8. Steel Panthers (SSI) 9 15 

9. Doom II (id Software) 8 12 

10. Heroes of Might & Magic 

(New World Computing) 7 1 5 


noes which can be called down from 
the heavens at whim, as you battle 
against up to three At opponents. 

With three other titles due out 
before Populous 3, including Theme 
Hospital, (a sophisticated sequel to 
Theme Park), Bullfrog is worried 
about letting the cat out of the bag 
loo soon. But from what we’ve seen, 
Populous 3 is likely to be the most 
user-friendly God sim to date, and 
could well broaden the genre's appeal 
even further. -4/3/7 Dykes 





"...futuristic 3-D action/ 
adventure that could set 
a new standard for PC 
Gaming." 

-PC GAMES 


"MDK promises 3-D 
technology so cool and 
action so. ..realistic that 
it will send everything 
else running for cover." 

-PC GAMER 




"There are too many in- 
novations.. .to list here." 
- COMPUTER PLAYER 


"This highly anticipated 
title is certainly one of 
the slickest games we've 
seen. ..could be the ac- 
tion fest to rival Quake." ■ 
-BOOT 


(pc cp-rom) 


Created by Shiny Entertainment, Inc. @1996 Shiny Entertainment, Inc. MDK Is a trademark of Shiny Entertainment, Inc. 
All rights reserved.Artworkanddesign® 1696 Playmates Interactive Entertainment Inc. PIE™ is a registered trademark 





Your planet is being bulidozed by the ton. Six 
massive mobile mining cities, controlied by a 
force that nobody can stop, are strip mining 
the Earth's surface, overrunning and crushing 
anything in its path. Uniess you can stop them. 


BILLION PEOPLE WILL DIE. 


• Unbeiievable 3-D graphics, adrenaiine- 
pumping gamepiay and extremely fluid 
movement through a massive and wide 
open playing environment. 

• Over 60 arenas of piay spread 
out over 6 mobile cities. 

• Over 60 hours of game- 
play. 

• A fully reactive program 
intelligence where ene- 
mies think, listen and 
communicate in a calcu- 
lated assault on your life. 

• An arsenal of innovative 


( 
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weapons and equipment including: 

-A helmet-mounted sniper 
rifle with vision goggles - 
target enemies from over 
two miles away. 

- A living polymer suit 
that protects from 
piercing projectiles. 

-A high-tech reusable 
parachute. 

- Bombs. ..decoys... 
homing sniper 
grenades... 
and many more. 


ITTHINKS.THEREFIIIIEITKIIIS. 


CIRCLE READER SERVICE #134 

Windows '95 and DOS on one CD. 
http://www.playmatestoys.coni 





611 Anton Blvd., Suite 500 
Costa Mesa, CA 92626 
(714) 428-2100 





Starfleet Delayed ^ 

An Update On Interplay’s New Star Tidk Sim 


A fter hopes that Interplay 
Productions' Star Trek: 
Starfleet Academy 
would be released by 
last Christmas, it now 
looks as if it’s Spring 
matriculation for virtual cadets. 
When the game does beam down, 
you’ll get the chance to enter 
Command School and compete tor 
the approval of its famous and well- 
decorated faculty; Mr. Sulu, Mr. 
Chekov, and Captain Kirk. 

We spent a day on the set of 
Raleigh Studios, where the cut- 
scenes and interactive video 
sequences for ST: SFA were being 
filmed, We found that the game has 
experienced many of the typical 
delays surrounding a big-budget 
movie: script modification, actor 
availability, and logistics. Add the 
changing technology, and you’ll see 
why the game is taking longer than 
Producer Rusty Bucherl would have 
liked. Yet, it looks worth it. 

On the day we visited, the set was 



George Take! on the set of ST: SFA. 


Julianna Robinson gets made 
up as an Antarean cadet. 

abuzz with excitement. Several veter- 
an filmmakers were checking out the 
money-saving technique Buchert’s 
crew was using to composite the film 
footage with the digitized sets. By 
posting a grid on the green-screened 
areas of the set, Buchert can identify 
the exact coordinates of any actor in 


A FEW GOOD CADETS Some 
actors remain on the set as 
the lighting crew prepares for 
the next camera set*up. 

sourcing on actors during post-pro- 
duction-as if they had shot footage 
from many different angles. 

Because of the new technique, 


the frame by 
using “piain-old 
high school 
trigonometry." 

The technique 
allows Interplay to 
change scenarios, 
angles, and lighl- 


Buchert doesn't have to composite 
the digital set and the film immedi- 
ately: adjustments and refinements 
can come later. So far, the results 
look better than digitized sets. 

Star Trek: Starfleet Academy 
started out with a hugely ambitious 
design. Buchert’s three-and-a-half 
year mission has been to contain the 
vast Star Trek universe to a real- 
world budget and schedule. He had 
the added challenge of combining 
Paramount’s incessant concerns 
over their license with Interplay’s 
concerns about gameplay. 

The problem was solved by draw- 
ing from top writers in both game 
design and scriptwriting worlds. Dan 
Greenberg, an award-winning paper 
game designer, wrote the original 
interactive material. Then, Interplay 
brought in veteran writer Sandy 
Fries, dubbed "my rewrite man," by 
Gene Roddenberry when they 
worked together, to ensure faithful 
characterization from the Paramount 
perspective.— do/?r?rjy Wilson 
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ere are short takes on games that were released just prior to press time. Most will be reviewed next month. 


AMBER: JOURNEYS 
BEYOND 

I have a dream. My dream 
is that someday I will open an 
adventure game, boot it up and 
it will not look like Myst, This was not the 
case with Amber: Journeys Beyond, but for 



once, I was not disappointed. When the 
game begins, you receive an urgent email to 
check on Roxy, a ghostbuster friend, who is 
experimenting with a new device that she 
believes will let her communicate with the 
spirit world. The opening segment feels 
uncomfortably MYsr-like, and I was sure I 
was about to play yet another bumbling- 
through-pretty-screens-with-nothing-to-do 
game. But, happily, Amber really improves as 
it goes along, with an extremely creepy 
Stephen King-type story and atmosphere, 
great sound and clever plot-oriented puzzles. 
Horror tans eager to forget Phantasmagoria II 
should check this one out.-J. Green 


Graphic Simulalions Carp {QQO} 580-4723 

PC CD-ROM 

Changeling (512) 419-7085 

Mac CD-ROM 

Reader Service if 302 

CYBERGLADIATORS 

Sierra has entered the fighting game mar- 
ket, and their first foray, 

CyberGlaoiators, isn’t loo shab- 
by. It’s definitely not up to par 
with Virtua Fighter, but its game- 
play is at least as good as Mortal Kombat for 
the PC, and better than Pray For Death and 
Rise 2. Innovations to the genre include inter- 
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With ATI 3D game cards, yon ijet the best combination of 3D, 2D and silky-smooth, full-screen, full-motion 
video acceleration. And you get PC2TV. Just plug your PC into the biggest TV you can find for supremely 
intense big screen gaming action like you've never seen before. For multiplayer and shared gaming. 


Why do you suppose big guys like IBM, 
Sony, NEC, fcteviay and Acefchose ATI 
3D for ibeir hottest new systems? CouW 
it be quality? How about performance? 


Wepackmoreleawresinlo 
haidwarethan anyone, so naturally, 
nobody can touch our performance. 


Hove up to ATI 3D and get realistic 3D 
lettuces, brilliant colors and hlehke detail. 


everyone gets to watch. You can record your game playing directly to tape (just in case someone 
dares doubt your scores). And when you buy a new PC, you might just save the price of another 


Hew ATI 3D XPRBSION. PQIV (2Me npijraUjble or AUB) is fc 
ultimate gamer's graphics upgrade and comes with the hottest 
3D games and VRML web biowsor, The higher end ATI 3D PRO 
TURBO PC3TV {AHB upgradable or BHB) comes with Ettreme 3D . 


monitor. Who said size doesn't matter? Get ATI 3D game cards for as little as $169* Go to a store, 
hit www.atitech.com, or call us at 905 882-2600 (press 2 and we'll fax info back to you). 


® ATI Technotogies Inc, 1997. ATI, 3D PAO TURBO PC7TV, 3D XPIIESSIOH> P(2TVaiiij Now You See ft are itademaiki and/or regineted trade marks o) 
All Technologies Inc. AH oikei product tumes are iradenurks andAx regHlered trademarks ol their tespeclivc owrwrs. AtsauK liigs screen appears 
courtesy ol Psygnosts Lid. HechWaiiinr 2 saetsi appear s courtesy o( ActmsioD tiK. 'ESP lor 3D XPK£SSIOK> PC2IV with IKB. 




Now You See It 


The Complete id Anthology 

Is it worth $100? 



T he Beatles waited 25 years to do it, but id Software has decided that 
six years is time enough to have fans ciamoring for its anthology. 
Encased in a spooky biack box emblazoned with a safanic-looking 
long-horn skull, it makes you wonder what evil contents it might conceal. But 
inside you’ll discover four discs, (three PC, one Mac) containing such id clas- 
sics as WoLFENSTEiN 3D, Spear of Destiny, Doom, and, ot course. Quake. 

You’ll also get a selection of collectors’ items; id Anthology dogtags, a little 
pewter Cyberdemon, The Book ot id (a tale about the company’s history with 
amusing photos and sketches), a snazzy black T-shirt, the Doom Comic Book, 
a poster, and a collectors’ card, all tor about $100, 

So, is it worth it? True id tans will no doubt think so. And then, of course, 
there are those people who’ll collect anything. Maybe they’re right: If you 
don’t break the shrink wrap, the sucker may someday be worth a lot more. 
But that’s no fun-l'd rather wear a limited edition $100 t-shirt.-C. Panther 


GTE Pulls The Plug 

C TE fias decided lo begin It 
process of phasing out 
operations at its GTE 
Interactive Media division 
beginning Match 14, The company is 
expected to release its developers on a 
case-by-case basis in order to finish pror 
ucts still in deveiopment. Meanwhile, cue 
tomer support for 
existing games such 
as Timeiapse, Titanic 
and NCAA College 
Basketball will continue at the existing 
facility until approximately June, 1997. 

GTE formed GTE Interactive Media in 
1990 to build entertainment properties 
which would be complementary to GTE’s development ot broadband video 
services. The phenomenal growth of the Internet has created enough new 
players that GTE Vice-President and General Manager of New Ventures now 
claims that GTE no longer needs to create its own. 

Prior lo announcing the shutdown of fhe enferlainmenf unit on January 
6, 1997, GTE investigated relationships with several strategic partners, but 
none were lorlhcoming. 

One ot the most interesting projects to be thrown into limbo because ol 
the GTE shutdown is the announced collaboration between Wildstorm 
Comics and GTE Entertainment to create both a comic and ongoing com- 
puter game/Internet experience based on Siege, a new superhero group 
created by Wildstorm (see the story on CGW's Web site). No determination 
has yet been made as to how development will proceed on the game, but 
from what we’ve seen of it, it looks like a valuable property— Jo/jnnj' Wilson 





active environments: Meteors crash onto are- 
nas, barrels lie ready to be kicked at your 
enemy, and spears lie ready to be thrown. The 
graphics are good (fantastic on a Rendition- or 



3Dfx-based 3D card), with detailed back- 
grounds and well-rendered characters. You can 
crank up the detail level on characters, or ditch 
fancy backgrounds for faster frame rates. The 
game supports fhe Sidewinder, GrIP and other 
controllers. For fighting fans looking for a seri- 


ous and replayable game, though, there is a 
lack ot depth,. Still, if you just want a two-play- 
er action game for the PC and are tired of MK, 
then CyberGladiators might be worth a look. 
-E. Chin 

Sierra (800) 757-7707 

Ww 95 CB ROM 

Reader Sen/ice H 301 

TOY STORY 

Buzz and Woody are 
back in Disney’s challeng- •tBH 
ing arcade-style take on 
the successful movie. An 
enhanced version of the Sega Genesis game. 
Toy Story is 17 levels of increasingly difficult, 
fast-playing fun. Woody and Buzz (with 


help— and sometimes hindrance— from the 
other toys) must complete a number of time- 
limited tasks, all while avoiding dangerous 
helicopters, parachuting army men, Sid’s 
nasty dog Scud, and the ever-perilous Claw. 
In this platform-style game, you’ll free 
trapped toys, cruise around in RC Car, and 
swing on hooks to avoid mutant toys. All the 
levels are amusing, and finding the proper 
sequence to complete many of them can be 
quite challenging. Be warned, however, that 
this is the essence of wrist-twitching arcade 
gaming, and not for the hand/eye coordina- 
tion-challenged. —Dawn Jepsen 
Disney Interactive, (800) 426-3306 
Win 3.1 and 95 CD-ROM 
Reader Service a 303 
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TN good news is you’re a lot smarter than the guy on the left. Good thing) 
^considering you’ll have to solve more than 60 puzzles in order to succeed in 
the twisted, clay-animated world of Neverhood. You’ll help Klaymen avoid 
pitfajj;>., collect clues, and kick a little clay butt. All to defeat the evil Klogg 
lI)!]^^A]y|(V\t3RICS \»T\n% the Neverhood back to normal. At least, as 
I1 *J®ERACStVE' normal as^ it ever gets. Ewww.DreamWorksGames.com] 


'Crfiart On a aMnturt tkat i^[d. 



The first ever STAR TREK space battle simulator. 

TranslucEnt tExturs mapping for 

unprECEdEntBd cloaking affacts. 

Real-time color light sourciog for Startling realism. 
Enemy artificial IntElligEnoE that learns 
and adapts tO your bsttlE StylE. 

No one this side of Kirk has flown anything this advanced. 

«4M Until now. 


"The most anticipated space sim 

of the year" computer Camlng V 


"Starfleet Academy promises to be the 
flagship of MaePlay's immensely successful 
Star Trek line of games" — Mae Home jouma 


"STAR TREK fans are finally about to get a simulation 
worthy of Starfleet itself." — PC Gamer 


Fly up to four Federation 
starships against 30 amazing 
3-D polygon alien ships. 


Over 25 challenging missions 
in spectacular 3-D environments. 


Starring William Shatner, Walter 
Koenig with a special appearance by 
George Takei in their legendary roles 
of Captain Kirk, Commander Chekov 
& Captain Sulu. 






AVAILABLE THIS SPRING FOR WIN95/D0S AND MACINTOSH. 
COMING SOON FOR PLAYSTATION GAME CONSOLE. 


Developed and Published by 


MacFlay 


BY GAMERS. FOR GiVMERS. 


Starileel Academy Software ©1997 Interplay Productions, Trademark and ©1997 Paramount Pictures. All rights reserved. Star Trek, Starlleet Academy and related trademarks 
are trademarks ol Paramount Pictures. MaePlay and Interplay are Irademarks of Interplay Productions. All rights resen/ed. PlayStation and the PlayStation logo are trademarks 


of Sony Computer Snlertainmenl, Inc. All rights reserved. Windows® 95 is a registered trademark ol Microsoft Corporation. All rights reserved. 
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Black Dahlia 


FIRST LOOK 


PIPELINE 


H ere’s your first look at games in deuelopment. These games aren’t even playable 
yet, but we thought you'd want to see how they’re coming along. 


I n January, 1947, the tortured and 
dismembered body of an aspiring 
actress named Elizabeth Short was 
discovered in a vacant lot in Los 
Angeles. A reporter immortalized the 
memory of this once raven-haired beauty 
by writing about her as the "Black 
Dahlia." The murder of Elizabeth Short 
was never solved, and still provides fod- 
der for true crime aficionados to this day. 
Take 2 has taken a different tack with 


cerning the involvement of Nazi spies into a 
fascinating fiction built around some intrigu- 
ing research and art deco-period art. Players 
take on the role of a special agent for the 
C.O.!. (predecessor of the O.S.S. which, in 
turn, was precursor to the CIA). As a special 
agent, you have to investigate reports of a 
Nazi bund operating in Cleveland, and the 
resulting strands of evidence will take you 
through 80 different locations in both the 
U.S. and Europe. 



the Black Dahlia story. Although the 
game still deals with the murder of 
Elizabeth Short, you’ll wonder if she is 
truly the Black Dahlia or if that is a 
term for something else. In an imagina- 
tive story which weaves the history of 
the Cleveland torso slayer (a series of 
unsolved torture/slayings in the early 
'40s), the facts surrounding the Black 
Dahlia murder, and speculation con- 


Black Dahlia uses an advanced version of 
the Ripper engine that combines lull-motion 
video with virtual rooms, enabling gamers to 
explore the rooms in detail. It will also feature 
advanced lighting techniques, so that some 
rooms can be explored by flashlight and oth- 
ers by torchlight. As in Ripper, the game wilt 
feature a cast of Hollywood stars, and current 
plans call for the game to require six CDs of 
game and video lesouices-Johnny Wilson 



SPEAK SLEAZY Would*be special agents will have to spend some of their 
time in dives tike this. 


8300 20130 Chip Set Tseng Ubs ' ; ' 
Achtung; Spitfire! Avalon Hill 

Agents of Justice MlcroProse 

Aide Oe Camp 2 HPS Simulations 
Amiored Fist 2 Kovaljogic • .• • •• . 

. 3/97: 
4/97 
Spring 97 
Spring 97 
.^*^/97 

Atlantis Cryo 

Battleground: ffliddte East Talonsott 
Battles of Alexander (nleradiyeMagic 
Battle Sport Acclaim ' 

3/97 
^"3/97 
Spring 97 
■^*•'"‘3/97' 

Betrayal at Antara Sierra 

3/97 

Blade Runner VirginAA/estwood . 

„„ Fall 97 

Blood Apogee 

Spring 97 

Blue Heal Cyberdreams 

‘ 3/97' 

Boggle Hasbro Interactive 

6 / 97 ' 

Gaiiahan's Crosstime Seloon Legend 

01/97, 

City of Lost Children Psygnosis 

3/97 

Commanche 3 Novalogic - 

• 3/97 

Dark Earth MIndscape 

Spring 97 

Oeseenl to Undermountain interplay 

3/97 

Dungeon Keeper Bullfroq 

4/97 

Ecstallca 11 Psvonosis ' ' 3)97- 

Entrepreneur Stardock 

Q1/97 

European Air War MlcroProse 

Summer 97 

Fallen Haven interactive Magic 

Spring 97 

Flying Nightmares 2 Domark 

3/97 

Front Page Sports Golf Sierra 

Q1/97 

Grand Slam 97 Virgin 

Spring 97: 

Hardball 6 Accolade 

7/97 

History of the World Avalon Hill V 

2/97 

iF22 Interactive Magic 

Sprino 97 

Imperialism SSI 

Spring 97 

Interstate 76 Activision 

Q1I97 

Jack NIckiaus Golf 97 Accolade 

3(97 

JedI Knight: Dark Forces U LucasArts 

3/97 

Lands of Lore: Guaitlians... WesiwoodlVirgin 3197 

MDK Shiny Enlerlainment 

03/97 

Marvel Mindscape 

Spring 97 

MicroLeague Baseball 6.0 MicroLeague 

Spring 97 

Mlg Alley Empire 

Summer 97 

Myst 2: Riven Broderbund 

Summer 97 

NBA Live 97 EA Sports 

Q1/97 

NFL Legends Accolade 

9/97 

Pacific General SSI 

Summer 97 

Reach lor the Stars If SSG/Microsoft 

Spring 97 

Rebellion LucasArts - < , 

. 3/97 

Rebel Moon Rising Fenris Wolf 

7/97 

Red Baron W Sierra 

4/97 

Return to Krondor 7^^’' Level 

Spring 97 

Sabre Ace Wgin 

Spring 97 

Shadows of Riva Sir-Tech 

Spring 97 

Shivers 2 Sierra . 

4/97 

Ship of the Line SSI 

Fall 97 

Sole Survivor Westwood 

• 3/97 

Sonic Vibes Audio Chip Set b3 

Q1/97 

Spider Man: Venom Factor Byron Preiss 

Spring 97 

Star Craft Blizzard 

6/97 

Star Fleet Academy interpl^ - 

4/97 

TFX: X-22 Ocean 

3/97 

Theme Hospital Bullfrog/EA 

4/97 

Ultima On-Line Origin 

Spring 97 

Unreal Epic •• 

5/97 

Voodoo Rush 30 Chip Sal 3DfX/Trident 

Q1/97 

VR Baseball VR Sports ' 

Spring 97 

VR Golf VR Sports 

01/97 

VR Baseball VR Sports 

Spring 97 

Wipeout XL Psygnosis 

3/97 

X-COM: 'nie Apocalypse MlcroProse 

Spring 97 

Zork: Grand Inquisitor Activision 

Fall 97 



R 


A 


I N 


ANTARA 

Its ^PEUyiff^NBREAKABLE. 


No otlier fantasyirole-playing 



game comes 'Clpse^ 

’ V i: 

Antara’s engrossing, A w 


twisting plot lines, 



Experience the thrills, 


- j^hallenges and Ullkll*^ 





♦ dangers of 


captivating fantar^ 
realism, witli our free 




its advanced combat system. 


and its incomparable 

artificial intelligence. 


, -iS Internet demo at 
■ * \\ ^ 
i' . - . .• ^ww.sierra , com . Or 

"^Srr-soo-zsj-zyoz 


ofe see your local 



softfvarc dealer. 


f©1 996 SienRA Qn-line, Inc. Wand designate trademarks of or licensed to Sierra On-Line. Inc.. Bellevue. WA 9BD07. U.S. Patent no; 
5.430.B35. 5.287.446. 5.377.997, OTHER U.S. AND FOREIGN PATENTS PENDING. ALL RIGHTS RESERVED. 
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HANDS ON 


T hese are the products in develop- 
ment we’ve actually spent some 
time with. They represent some of 
the most interesting titles in the 


Pipeline, and they are complete 
enough to actually tell how they’re 
going to play. Most should be 
released soon. 


^Man of War 




T he era of "Fighting Sail," that 
period which extends roughly 
from the American 
Revolutionary War through the 
Napoleonic Era and closes out with the War 
ot 1812, seems fertile ground for wargame 
designers. Wooden Ships and Iron Men 
(Avalon Hill} and Age 
OF Sail (Talonsoft) 
have already 
reached store 
shelves, with 
Fighting Sail (SSI) 
and Man of War 
(Strategy First) to 
arrive in 1997. 

Wooden Ships and 
Iron Men is a detail- 
oriented command 
simulation which 


of Simulations Canada’s largely text-based 
version ot a few years back. Where the 
SimCan version scrolled CGA graphics, the 
Strategy First version will teature 3D ren- 
dered ships. The good news is that the 3D 
is used in the game, not cut-scenes. The 
only cut-scenes occur when your flagship 


gives up a slight 


VIEW FROM THE BRIDGE Man of War offers a command 
perspective from the flagship. 


edge in urgency to 
allow the gamer to 
do more, and Age of 
Sail increases realism by requiring the gamer 
to act within accelerated-lime combat. Both 
games do a poor job of allowing gamers to 
satisfactorily command huge fleets. 

Man of War allows gamers to have the 
perspective of a Rear Admiral or 
Commodore. It is a graphically rich update 


LOG CABIN Basic setup and menu 
screens for Man of War use the 
admiral's cabin and log metaphors. 


is boarded by the enemy. 

You’ll plan your strategies via an overhead 
map in the historical style, and you’ll give 
orders with signal flags (based on the stan- 
dard British code groups of Nelson's era) to 
either your flagship, other ships, a designat- 
ed (ask force, or to the full fleet. The original 
Man of War was designed around four- 
minute segments, but the new version will 
feature scaleable time. The original featured 
a campaign game constructed of linked sce- 
narios, and the new game will feature the 12 
linked scenarios from the original game, plus 
a few American Revolutionary War scenarios. 
It will also allow for hot-seat, network or 
modem-to-modem play, as well as solitaire 
play against the computer. Man of War is 
expected to ship in Spring ot W7 -Johnny 
Wilson 
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►SNEAK PREVIEW • REDNECK RAMPAGE 




Leonard And 
Bnbba’s Excellent 
Advenhire 

After Redneck Rampage, The Trailer fhrk Won’t Be The Same 


by Dave Salvator 


M e 

i 

> 


I ost first-person shooters pit you 
against nefarious alien hordes in a 
struggle for the fate of humanity. 

What a bother. Our pals Leonard 
and Bubba, the reluctant heroes in 
Xalrix's upcoming Redneck 
Rampage, have a different problem: them thar blasted 
aliens done made off with Bessie, their award-winning 
pig. Their (and your} mission is to rescue Bessie and make dang sure 
them aliens get blowed up real good. 

Duke Nukem 3D pioneered the idea of a campy shooter that knew 
better than to fake itself too seriously. But Rampage goes joyously 
careening over the top, lampooning all things rural, and helping us all 
get in touch with our Inner Redneck. 

Rampage is being written using Duke's Build Engine, but the Xatrix 
boys are making some cool improvements, like a default frame size of 
640x480, and larger, less-pixellated texture maps to give Rampage a 


SNEAK 
^PREVIEW 

PRODUCT STIU IN DEVELOPMEffT 
Developen Xatrix 
Publishen Interplay 
Target Release: April 


► AHHM GONNA GETYA The lownfolk don’t take kindly to strangers, and Billy- 
Ray here may not be handsome but he’s damn quick with that shotgun. 


more immersive feel. Unlike 
Duke, and just about every 
other shooter 
for that matter, 
much of 
Rampage is 
set out- 
doors, 

giving it a more expan- 
sive feel. There's also 
good news lor you 
QuAKEheads: you 
can reverse the 
mouse’s y-axis 
setting so it responds 
the same way as Quake's for 
mouse-aiming. 

GIMME THAT CAN O' 

WHUP’ASS 

If you’re going to do battle with 
a bunch of berzerker backwoods 
bumpkins (not to mention the 
aliens), you'll need some fairly 
serious hardware. You’ll start out 
with a standard-issue crowbar, the 
redneck’s scalpel, which does some 
damage, but is pretty much a last 
resort. Then you'll get yer garden- 
ing tools; the revolver and a dou- 
ble-barreled scatter gun, which are 
the first weapons you'll be able to 
grab and use. Next, you’ll move 
to the ranch rifle, a semi- 
automatic that your friend 
who’s “good with tools’’ 
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has filed down to be a fully automatic 
machine-gun type-deal-very handy in 
close-quarter situations. And speaking 
of good with tools, there’s the rip saw, a 
power-tool gone terribly wrong. You’ll 
use it to slice foes into cold-cuts, or 
launch saw-blades at them and slice 
and dice from a distance. 

Now we start cookin’ with gas. There 
are slicks of dynamite which you light 
and toss scattered around the levels, 
but be careful: the fuse and detonation 
times are random, so as soon as you 
light it, lose it! No undo here. And since Leonard’s throwin' arm ain't 
what it used to be, you’ll also have a crossbow to launch lit dynamite 
slicks. And the last Marquis Jethro de Sade touch: bear-traps. That's 
right, lay these babies and watch your foes get stuck and yowl-could 
be very handy for multiplayer deathmatches. When you encounter the 
aliens and pick a few of them off, you’ll get the most macabre BFG of 
'em all: the Alien Arm Gun. Pick up the alien’s severed arm {still hold- 
ing the weapon) and pull its tendons to fire the gun. Grim, but 
very effective. Of course, if you run out of everything, there’s 
I the trusty cowboy boot kick. 


BILLY RAY GO BOOM When you eighty-six Billy Ray with a 
stick of dynamite, you may be surprised by the leftovers. 


SAY GOODNIGHT, JOHN-BOY 

Why do you need all these implements of dee-struclion? Xafrix is 
assembling an incorrigible cast of characters who’ll keep you hop- 
ping. First off, there’s the Crazy 01’ Coot, who seems to strangely 
I resemble a certain third-party presidential candidate, though the 
resemblance is mere happenstance. He carries a pistol, and is a 
pretty easy mark. 

Your next encounter will most likely be Billy Ray, a big, oaf-type char- 
acter who lumbers around with a shotgun, and can put a hurlin’ on you 
when he lands a shot. Every once in a while he stops mid-gunfight to 
dig some overall out of his cleft, giving you an ideal opportunity to lake 
'im down. Both of these characters aren’t especially hard to handle, but 


► stupid is as stupid does Billy Ray can prove a vexing chal- 
I lenge, but when he stops to "adjust” himself, you get a good 
I opportunity to plug ‘im. 


with their enhanced Al, they can "hear," 
so when you begin a gun battle with 
one, any others within ear-shot will most 
likely join the fray. At press time, these 
were the only two characters running, 
but Xatrix has a hellacious host of oth- 
ers waiting in the wings. 

The first mini-boss you’ll come upon 
is Sheriff Lester Hobbes, local lawman. 
Now things take a turn toward the scat- 
ological. The Turd Minion (yes, the Turd 
Minion) is made of fecal matter, and 
when detonated, spews crapnel (yes, 
Grapnel). A little later on in the Smelling Plant level, you’ll encounter 
an end-boss (so to speak) who the developers will only refer to as 
"ass-face.” Visualize for yourself. The final earth-bound end-boss is 
William Joseph Beaudrey, a wealthy local landowner who turns out to 
be an alien collaborator. He’s apparently had his living head preserved 
in some gelatinous goo and rides around atop a tractor-like vehicle. 
Very crafty, and tough to deep six. 

After you take down the locals, you'll be ready to face the alien con- 
tingent. You’ll first come across Alien Hulk Guards, big muscle-bound 
goons who lake a lot of hit-points before finally giving up the ghost. 
Next will likely be the Alien Vixens, whom the developers describe as 
Pamela Anderson look-alikes, replete with brassiere-mounted machine 
guns. Two words: eye contact. For the grand finale, you'll have to 
defeat the dreaded Alien Queen, who also packs some pretty serious 
hardware, if you know what I mean, 

PASS THE VIHLES AND A ROAD MAP 

On this arduous journey, you're bound to need some refreshment 
to keep you going. You’ll find bags of pork balls scattered throughout 
the levels, and bottles of Cheap-Ass Whiskey, which you can drink to 
replenish your health and recapture that rosy glow. 

The first demo level we traipsed through had several multi-floor 
buildings, but was more spread-out and horizontal than most other 
shooters. There’s a chicken processing plant level where you’ll witness 
some repugnant poultry pulverization. But karma kicks in as you duel a 
giant chicken boss at the end of the level. Like Duke, Rampage has two 
map modes, one where you can still see what you’re doing and get an 
overhead level map, and the other where the overhead map is textured. 

Xatrix is planning to do several deathmatch-friendly levels, including a 
junkyard and a mortuary. Rampage’s multiplayer antics will happen on the 
Internet via Engage, Interplay’s online service. Other multiplayer options 
will include null-modem cable, modem, and IPX. 

All told, Xatrix is putting together a hilarious 
send-up of the oh-so-serious shooters 
we’ve seen recently, but they're 
not forgetting to make it a fun 
game, too. Rampage will be 
unleashed in April, so 
y'all get likkered up 
and ready to shoot! 

Yee Haw! % 
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Sans Chr 


k Space Opera That Relies on Gameplay, Not Video Footage, For Its Voice 


by Cal Jones 

n action game that stands on good old-fashioned 
gamepiay is a rare commodity these days: It seems 
that you can't even have a humbie platform game 
without a million bucks worth of special effects tacked 
on in the form of a few non-interactive cut-scenes. It’s 
as if developers aren’t sufficiently confident to sell a 
game on its own merits. Are they frightened that games won’t sell 
without the requisite flashy intros, FMV, and 
animated renders? 

Well, there’s one company which refuses to 
follow the trend towards producing expensive 
eye candy. Rage Software, based in Liverpool, 
England, believes that fun is more important 
than flash, and is currently hard at work on a 
game which promises to be so utterly playable 
that it will knock your socks off, Darklight 
Conflict is a mission-based 3D space combat game that has more in the 
way of gameplay than the entire Wing Commander series put together. 

FAMILIAR PLOT 

Set in 1999-a scant two years away-the game places you in the 
role of a U.S. Navy pilot fighting drug barons in South America. In a 
plotline reminiscent of The Last Starlighter, you’re suddenly whisked 


away by aliens and sent to war in some godforsaken galaxy millions of 
light years away from your home planet. Despite having pressed you 
into service, the reptilian Reptons seem like a decent enough bunch. 
Their foes, on the other hand, the bird-like Ovons, are truly fearsome. 
However, what you don’t yet realize is that the Reptons are evil carni- 
vores who eat their captives, and so ultimately you'll end up fighting 
both races in a bid to save humanity from a nasty fate. 

While the plot is not exactly original, it’s mere window dressing. 

The game’s main attraction is its white-knuckle action. The game 
offers three modes of play, starting with an arcade mode comprised of 
five levels, where the object is simply to score by destroying enemy 
ships. Alternatively, the game caters to network play, and includes 
missions designed specifically for multiplayer action. 

For a greater challenge, opt instead for the campaign mode, which 
includes five separate campaigns of ten missions each. In this mode 
the plot becomes more relevant, but unlike Wing Commander, 

Darklight isn't one of those games where completing or failing a mis- 
sion affects the storyline. Progress is linear, and if you flunk a mission 
you have to do it again until you get it right. 
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Monster 3D' 

weJ'pET’”' 


Are you ready to be chewed up. spit out and totally 


price that'll make your head spin. ♦ Monster 3D sets a 


Move 


satisfied? Then brace yourself because the Diamond 
Monster 3D has arrived and it5 about to blow your PC 
away with the ultimate in arcade-quality performance. 
Based on the state-of-the-art 3Dfx Voodoo 3D accelerator 
Monster 3D^ advanced PCI-bus architecture works with 
your existing graphics card to transform your ordinary 
computer into a monstrous gaming machine. All for a 


3D Features 

• Texture modulation 

• Animated textures 

• Perspective-correction 

• Anti-aliasing 

texture mapping 

• Gouraud shading 

• Z-buffering 

• Sub-pixel correction 

;• Leve)-of-detail MIP mapping 

• Per-pixel alpha blending effects 

S Bi-linear and advanced 
texture filtering 

^ Texture compositing/morphing 

• Industry-standard OS and APIs 


new standard in 3D graphics performance with lightning- 
fast, full-screen 3D rendering and outrageous special 
effects, giving you gaming so real, it hurts. ♦ And, itls 
screaming fast in Microsoft Windows' 95. with equally 
high 3D performance in MS-DOS and Windows® 3, lx. 
Plus, Monster SDXL* comes bundled with Whiplash'”. 
Hyperblade"". VP Soccer'” '96. Descent’” II: Destination 
Quartzon 3D, MechWarrior®?, Tomb Raider'i' EF 2000"; 
Scorched PlaneC plus Microsoftis'” Game Sampler 2 for 
WIN '95 which contains a variety of Direct 3D and 
DirectDraw game samples that'll leave you begging 
for mercy. ♦ Better run for cover, because the Monster 
3D is coming to get you. To find out more, visit our 
website at http://www.diamondmm,com or call 
I -800-4-MULTIMEDIA, 

/w.diamondmm.com 




VISUAL SYSTEMS DIVISION 


• Bjnoied games come with feia:i verson of Monster 3DXLonly 01995 Diamond Multimedia Systems, Inc.. 2880 Junction Avenue, San Jose. CA95I3‘I-I922. Wirsdows' is a registered trademark of Microsoft Corporation 
Monster 3D' is a trademark of Diamond Multimedia Sj'stems, Inc.Afisual Systems Division An other trademarks and registered trademarks are the property of their respective holders. 
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y THE BADLANDS Just because you’re trav- 
eling through hyperspace, it doesn't mean 
you're safe from attack. 



THERE IS NO TRY, ONLY DO 

This doesn’t make Darklight boring, 
however. Each mission has a different 
objective, whether it’s retrieving a valuable 
object with your tractor beam, destroying 
an installation, or mining ore from aster- 
oids. All are exceedingly dangerous, and 
you'll find yourself engaging the enemy 
more often than not. To help you, you’ll 
have access to 15 weapons and five diHer- 
ent types of ships, from bomber to gunship, 
so variety is clearly not a problem. 

Although Darklight 
looks simple to 
play, it’s sur- 
prisingly 
tough. 

Expect to 
get wiped 
out very 
quickly 
when you 
start out, but 
don’t get disheart- 
ened. If you 
enjoyed dogfighting 
with pirates around 


the anarchy planets of Elite, you’ll be more 
than happy with Darklight’s exhilarating 
combat. 

Although I’ve stressed the gameptay ele- 
ment, Darklight isn't an ugly game by any 
means. Rage, whose previous projects 
include the highly underrated 3D blaster 
FYrotechnica, has kept the graphics clean 
and attractive. Rather than go overboard on 
texture mapping. Rage decided to up the 
number of polygons in order to create com- 
plex 3D objects which look clean and solid. 
Using unlimited light sources, specular 
reflection and a bundle of lens flare effects, 
light from stars, explosions, and nearby 
stuns forms reflections and shadows on the 
ships as they whiz past, so that they appear 
as though they're really there, rather than 
pasted in as an afterthought. 

Darklight Conflict is shaping up to be one 
of the surprise hits of 1997, and it’s refresh- 
ing to see a company more concerned with 
impressing the dedicated gamer than the 

graphics connoisseur. Beauty, in 
this case, is not so much in 
the eye of the beholder as 
in the hand holding the 
joystick. And that’s 
where it counts. % 
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WELCOME 
TO THE 
CHARMING 
COMMUNITY 
OF CYCLONE 
ARIZONA, 


GOD HELP 
YOU, 



Find out where you can 
get a free interactive demo 
by calling toll free 

1-888-SHIVER2 

or interact with the evil at 
http://www.sierra.com/shivers2 
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What’S 

Eating Him? 

Abe’s Oddysee Is A Dazzling Adventure In The Tolkien Tradition 




by Ken Brown 


ABE'S WORLD 

The world in which Abe lives is a splendidly 
designed and rendered 3D environmenl, thanks 
to Silicon Graphics Indigo 2 Extremes running 


HANG TIME Abe can hide fiom scrabs in shadows, but he needs to use that hanging basket 
to get away. 


iSNEAK 
PREVIEW 

Developen 
Offworld Inhabitants 
Publishen GT Interactive 
Target Release: 
November, '97 


I nan age when most computer 
games either have a '‘2’’ in the 
title or bear a striking resem- 
blance to earlier successes, 
it’s refreshing to see some- 
thing different. While the 
makers of this game, Offworld 
Entertain-ment, haven’t reinvented the 
wheel, they certainly did away with most of 
the efements common in 
other action/ 

adventure games. There are no keys or 
crystals to pick up, you aren’t controlling an 
armed soldier hellbent on destruction, and there 
isn’t even an inventory per se. Instead, the game 
focuses on an original story, interesting charac- 
ters, and puzzles that logically "fit” in the environ- 
ment. The mechanics are similar to Broderbund’s 
side-scrolling Prince of Persia II or Psygnosis’ 
Shadow of the Beast, but the story and execution 
are decidedly different. 

Abe’s Oddysee is the story of Aboman, the 
forlorn gollum-like protagonist under the play- 
er’s command. Aboman is far from hero cal- 
iber, appearing rather homely and weak, 
whose stitched lips symbolize his enslavement 
by the Magog Cartel. As a Mudokon, Abe was 
getting along okay on a diet of meat dishes 
like Paramite Pies and Scrab Cakes, but when 
he saw a poster advertising new Mudokon 
Pops, that did it. Suddenly Abe had a mission: 
save his fellow creatures from extinction by 
destroying the cartel and its evil leader. So off 
he goes, one pissed Mudokon with a major 
axe to grind. 


Alias software. It was originally rendered in 1024 x 768 
in 24 bit (16 million colors), so that the developers 
could save the environments for future games in the 
series (four are planned). Since today’s PCs can’t 
quickly process that much data, Offworld reduced 
the pixel depth to 640 x 480 x 8 bit color, and they 
apply a real-time interpolation algorithm to the game 
to enhance resolution. The result is a beautiful. Myst- 
quality visual experience through which you can actually 
move very quickly. 

The character movements have also been carefully crafted. 
The sprites in Abe’s Oddysee are composed of approximately 18 ani- 
mated frames per movement-comparable to good cartoons. The 
movements look realistic on a Sony PlayStation, but on the PC the 
game will likely require a good graphic accelerator to move briskly. 

GAMESPEAK: GIMMICK OR GESTALT? 

Offworld devised a clever way to get to know your character: an 
interface called Gamespeak lets you control Abe’s speech. While he 
blinks at you from the screen, a list of options appear around him 
with their control keys so you can make him talk. Gamespeak teaches 
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OMMMM Abe uses his chant to control the slig above. That's Abe's 
trusty pal, Bum, at right. 


you how to make Abe whistle, chant, and say "Slay," “I don’t know," 
"Okay," and "Follow me.” He can also express anger, issue a 
respectable Bronx cheer, and fart at will. These cues function as a 
kind of inventory, since they can trigger other characters' actions. 

Once you’ve played with Gamespeak, you’re ready for the adven- 
ture. The action consists primarily of side-scrolling maneuvers across 
bridges, ledges and other terrain. Abe's movements include; walk, 
sneak, run, jump, roll, hoist, crouch, and running jump. Abe can also 
use primitive elevators, throw items, set explosives and do other kinds 
of crafty things. Pretty soon, you’ll run across a creature that wants to 
kill you. 

The most common enemies are sligs, a sort of foul-tempered 
guard with a big gun, and scrabs, bizarre, ugly creatures that trounce 
their victims and stamp on them. Sligs are susceptible to Abe’s mind- 
control chant, which subjugates the little thugs to your 
control. Since the slig carries a machine gun, this 
comes in very handy as you direct the slig back to his 
buddies and burp several rounds into them. 

The other common villians, scrabs, aren’t 
susceptible to mind control, which presents a 
tougher challenge. You can elude a scrab by dis- 
tracting it with food, or you can agitate scrabs to 
trigger a fight. Scrab duels are to the death, 
which makes your life a little easier. 

Other puzzles require you to hang from ledges, 
hide in shadows, or set explosives. Most of the 
puzzles are consistent with the game universe, 
but taken together they connote adventure 
in the classic fantasy tradition, a 
Tolkienesque journey in a strange 
land populated by evil creatures. 

Another Tolkien similarity can be 
found in Abe’s discovery of a loyal 
companion, a strange two-legged 
beast known as Eium. Elum isn't 
very intelligent and he can't communicate, but he serves various pur- 
poses as Abe's ride and trusty decoy. Abe controls Elum with his 
audio cues, such as "Follow me" or “Stay," and when riding Elum 
he’s under your control. Elum figures in a number of puzzles, and 


nized, and loaded. 


he’s not immune to mistakes— Abe can blow him up just like the rest 
of the characters-so you’ll have to be careful (after you blow him up 
once or twice for grins). 


PLANE HOPPING 

As you know, Abe’s Oddysee is a side-scrolling affair, which is a 
design with known limitations. To add variety, Offworld threw in some 
z-axis twists. The first is a series of pendulums that swing forward and 
back and serve to block Abe’s movement. It creates an effective puz- 
zle while suggesting lhat all of the action isn’t under glass. 

The second is more elaborate. It consists of a sort of vacuum tube 
that transports your character to another place. When Abe hops on an 
inlet, he sometimes pops up on another screen, and other times he 
reappears on the same screen in the background. When this hap- 
pens, Abe’s size is 
perspective-corrected, 
and his audio cues 
are subdued since 
he’s talking from “a 
distance." Ofhvorld 
made these “boom 


n 


tubes" an integral part 
of the game design, 

ig under Abe's control so that Abe’s pas- 

can be lead back to his friends to share the sage through them 
magic of machine gun fire. isn't just for conve- 

nience, 

Offworld has also put some thought into players' fondness for 
save games. You can save the game anytime you choose. You may 
not need to save, though, since Oddysee automati- 
cally restores your character after you die. This 
is graphically depicted by a flock of birds that 
swarm to the reincarnation point and morph 
into Abe, 


CONTROL ISSUES 

Abe’s Oddysee is an impressive first title 
from Offworld. Game publisher GT 
interactive liked it so much that they invest- 
ed in a 50 percent stake in the company, 

GT also plans to do a multi-million dollar 
marketing campaign for Abe, so you 
expect to see a lot more of it. Keep 
in mind, though, that the game 
was designed for the 
PlayStation and the PC, so trying 
to control Abe with the keyboard may prove a chore. 

In the meantime, this is one odyssey we'll be following very 
closely as it nears completion, % 


Conspiracy theorist aiert: Zill-Davis' parent company, Sollbank, has 
a slake inGT Interactive, which orv/is hall ol Ollworld Inhabitants. I know that no 
one within MDavis or Soltbank compeiied us to cover this game, since it iras my 
idea lo write about it. so you can blame me it you don 't like it. —K. Brown 
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Phalanx Phun 

The Macedonian Art Of War Gets The Royal Treatment In Alexander 


by Terry Coleman 


0 


SNEAK 
^PREVIEW 

PRODUCT STILL IN DEVELOPMENT 

Developer. 
Erudite Software 
Publisher Interactive Magic 
Target Release: May 


A lexander the Great earned 
his moniker because he 
blazed through history like 
a streaking comet that 
encapsulated Greece, 
Persia, Egypt, and reached 
the edge ol India. Alex erected the Great 
Library at Alexandria, wisely left the local 
governments of con- 
quered nations largely 
intact, and was such a 
brilliant tactician that he 
overshadowed the con- 
siderable military 
accomplishments of his 
father, Philip. 

Yet. when rating the 
great leaders of history, 
it's hard to know quite where to place this 
formidable commander. He died young, 
before he could complete a planned con- 



The toughest parts of 
Battles of Alexander for tra- 
ditional wargamers to get 
used to are the momentum 
and trump mechanics. Here 
at the Battle of the 
Granicus, the Macedonians 
are attempting, as Aiex did 
historically, to force a pas- 
sage across the river Then, 
using the superior shock 
power of the phalanxes, 
they plan to defeat the 
Persians in detail. 


The Persians, however, have 
no intention of setting idly 
by tmd letting the 
Macedonians do as they 
please. Note how the 
Persian cavalry is aggres- 
sively placed just across the 
river from the Macedonians, 
where a well-timed charge 
might catch a phalanx or 
two in the flank. 


Alexander moves his units 
forward, out of range of 
Persian missile fire. 
Afterwards, he gains 
momentum, and moves up 
the rest of his troops. The 
Persians must then either 
gamble that they can gain 
enough momentum to cross 
in force, or concede the 
river position to the 
Macedonians. And all these 
momentous decisions were 
made on the very first turn! 



your mouse. Consider Caesar II, where battles degenerate into mob 
scenes because the design fails to properly differentiate between the 
professional Roman legions and the untrained barbarian hordes they 
face. Alexander, however, is based on a sophisticated boardgame 
design that deals realistically with ancient warfare, despite the game’s 
simple mechanics. 

Phalanxes in Alexander, for example, lack the flexibility of the later 
Roman legions. Brandishing their famous 21-foot spears, phalanxes 
are powerful-particularly against cavalry— but unwieldy, taking up not 
one, but two spaces when they move. Thus, the game system shows 
the phalanx’s near-unstoppable frontal assault and strong defense, 
while simultaneously depicting its Achilles’ heel: When a phalanx is 
outflanked, its lack of maneuverability renders it terribly vulnerable. 

The interrelationships of the various combat arms has exactly the 
right balance. Light infantry is more maneuverable, but can’t hold for 
long against the shock value of heavier units. There are skirmishers to 
delay enemies, light cavalry to scout the opposition, and heavy cavalry 
to ride rough-shod over scattered enemies— although their effective- 
ness is limited, since stirrups had yet to be introduced into warfare. 

Rounding out the mix are chariots, Greek mercenaries, archers, 
slingers, and those would-be tanks of the ancients, war ele- 
phants. All of the various formations are rated for "shock 
superiority," based on their weapon type and mass. 
Here’s where the game comes alive on the computer: 


quest of the Far East, and his heirs were left to squabble, carving up 
his once-great empire amongst themselves. The Great Bahles of 
Alexander lets you decide for yourself if Alexander deserves his sto- 
ried legacy. 


CLASH OF SPEARS 

Recent computer games dealing with the ancient world focus main- 
ly on empire-building and city management. Ancient warfare is almost 
an afterthought, consisting of mere crash-and-bash, with most tactics 
reduced to how quickly you can click 


The original 
Alexander 
boardgame 


TViinH you Vg Toastergd 
all these games? 
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Go do they. 

Your favorite games just got tougher to beat. Because we've 
added a random, unpredictable, nasty litrie thing called 
human opponents. Welcome to Mplayer." The new Internet- 
based game service that lets you take on real, live players 
from all over the U.5. and Canada, in the latest, hottest gomes. 

We're talking about Red Alert. Quake. Command & Conquer. 

Diablo. And more — with new games added all the time. 

With Mplayer, you get the fastest live action of any online game service. 
You get to talk to your opponents — using your own voice. And you get 
a place to hang out between games, where you'll find tournaments, 
awards, expert advice, and lots more. 

Start your FREE trial today! 

Visit our Web site at www.mplayer.com to download our software. 

If you'd like a CD, go to our Web site or call 1-888-MPLAYER. 


And get ready for the kind of opponents you won't find in 
a shrink-wrapped box. 


UJanna Play? 



PLAYER 


www.mplayer.com 
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The Battle Song Remains The Same 


H ere’S a look at how the units ot Alexander are depicted on both 
boardgame and computer. Keep in mind that any information dis- 
played on the cardboard counters is readily available from the com- 
puter game's interface. 





PHALANXES Note the limited move- 
ment, due to the long spears, and 
the familiar double-wide, unwieldy 
formation. 


PERSIAN CAVALRY Fast and maneu- 
verable, but they had trouble with 
phalanxes. Where are stirrups when 
you need them? 


COMPANION CAVALRY Probably the 
finest troops of the ancient era. If 
phalanxes were the anvil, these guys 
were the hammer. 


WAR ELEPHANTS When fighting mad, 
they could trample all, even Phalanxes. 
Of course, they could also go berserk 
at the most inopportune times. 

CHARIOTS These were hot wheels in 
the Pharaoh’s day, but were some- 
what dated on the Macedonian bat- 
tlefield. 


It’s one thing to imagine the power of a Macedonian pha- 
lanx, il’s quite another to see a phalanx with a full head of 
steam scattering light infantry in its path when 21 -foot 
spears collide with enemy shields. 

I'M IN COMMAND 

Another departure from most strategy games for 
Alexander is Ihe realistic-and fun-command control 
and movement systems. Instead of the usual method of 
you move everything, then I move everything, Alexander 
employs a different turn structure. The player with initiative, 
(usually Alexander) selects a commander, and orders units 
under his control to advance, withdraw, rally, or attack 
within that turn phase. The opposing player then selects a 
commander and tollows suit, with players alternating until 
all commands are exhausted. The twist is that no one, not 
even Alex himself, can issue orders to every unit under his 
command in a single phase. 

After a player has finished with a commander, he may 
attempt to sustain momentum, based on the leadership 
and charisma ratings of that particular commander. This 
could result in another immediate orders phase for that 
leader, the passing of initiative to the other side, or even 
(rare, but possible) the abrupt end of Ihe entire turn for 
both sides! Meanwhile, the opposing player may decide to 
use his own initiative to trump his enemy and move a for- 
mation instead! Not only is this an exciting game mechan- 
ic-you never know for sure whose phase will come up 
next-it’s quite psychologically realistic in practice, captur- 
ing the ever-changing momentum of the baltlefield. 


TROOP QUALITY IS JOB ONE 

The other key to Alexander is troop quality, which takes 
into account the training, morale, and confidence the vari- 
ous troops had in their respective leaders. Every time a 
unit moves, fights, checks its morale, etc., its troop quality 
(TQ) comes into play. TQ tends to decrease with fatigue, 
and as TQ 

goes, so does a unit’s 
cohesion. Most scenar- 
ios ofter a competitive 
imbalance with the 
greater numbers of the 
Persians offset by the 
superior TQs of the 
Macedonians. Later, the 
Indians throw light, fast 
troops, and iots of mis- 
siles against the pon- 
derous but powerful 
phalanxes. Through it 
ail, Alexander gambles, 
goes for decisive victo- 
ries, and tries to pre- 


serve his core units. Unlike Ihe boardgame, Alexander has a Panzer 
GENERAL- like campaign. 

Thus, without a lot of complex rules and sub-systems to cover 
rout, casualties, and stragglers adnauseum, Alexander realistical- 
ly-and elegantly— simulates the essence of ancieni baltles. 
Crushing your opponent’s will to win, rolling up his flank, and watch 
ing his army fall apart at the seams is a tremendously satisfying 
experience. Alexander also shows, in a way that no history book 
can, why the Macedonian military system held sway on the battle- 
field until the rise of the Romans. 

There are still questions to be answered, particularly concerning the 
Al and how smoothly network and modem play will be implemented. 
Nevertheless, the boardgame on which Alexander is based already has 
that rare combination of being the definitive historical treatment of its 
subjeci and a riot to play as well. We’ll be surprised, given what we’ve 
seen so far, if the computer game isn’t even better. *6 



► DARIUS DARES YOU After consolidating the claim 
to your father’s throne, you go toe-to-toe with 
Darius III for mastery of the Persian empire in 
Alexander's campaign game. 
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Primeval Prey 

Hght fvr Survival On A Dinosaur-Infested Island 
In Dream Worirs’ Trespasser: Jurassic Park 

by Johnny L Wilson 



■ ^ alert/* 


he trailer is already playing in the movie theaters. The Lost 
World: Jurassic Park is_ expected to be one of the top box 
office hits of the year. It is even spawning not one, but two' 
very different games based on the film’s 
universe; The Lost World: Jurassic Park 
and Trespasser: Jurassic Park. The for- 
mer is a platform game with coot 3D dinosaurs. The 
latter is a computer game so revolutionary that 
Speiiberg himself calls Trespasser: Jurassic Park, 

"the digital sequel to The Lost World: Jurassic Park." Those are great 
expectations from a master showman, 

• Indeed, Spielberg is right to have such expectations. Trespasser: 
Jurassic Park may well be as revolutionary in its genre as the original 
Jurassic Park film was in its genre. Seamus Blackley, the award-win- 
ning designer-programmer behind Flight UNUti/iiTED, is working with a 
team at Dreamworks Interactive to build the most realistic world ever 
explored in a computer game-even though that world contains fic- 
tional dinosaurs, It is realistic because every 
object in the game is defined in such a way 
that it acts and can be used realistically. I! is 
realistic in that the artificial intelligence rou- 
tines behind the dinosaurs force behaviors • 
that make sense, in addition. 



Developen Dreamworks 
Publisher^ Dreamworks 
Target Release: Fall, '97 


VOLATILE 


it looks real because it has the most lush game environment 
ever seen in a 3D computer game. In short, Trespasser is so real 
it's fantastic. 

PALEO-ENTHRALLOGIST 

One revolutionary aspect to Trespasser's 
design is the way the dinosaurs have 
been built from the ground up. 

Blackley developed skeletal models for 
each of the dinosaurs represented in 
the game. Then, he connected the 
skeletons with artificial muscle connec- 
tions. Each portion of the skeleton and 
musculature is assigned weight, strength, 
durability, etc. and, as a result, the model 
ends up handling skeletal and muscle movement according to authen 
tic physical principles. Even the recoil during combat is handled 
according to this physical model. Once these models were working 
satisfactorily, the artists stretched skin over the skeletons and muscu- 
lature in order to create realistic-looking dinosaurs. 


The dinosaur skin is neither gouraud-shaded 
nor a simple texture-map. The skin is fully bit- 
mapped but handled by a rendering engine that 
allows Dreamworks to use low polygon-count 

dinosaurs and still have them look great. No poly- 
gons are visible on the dinosaur models or even in 
the light sources. The same engine allows Art 
Director Terry Izumi (a veteran of the imagineering 
group who developed many of Disney’s Theme Park 
attractions} and Artist Kyle McKisic to develop all of 
the game objects with relatively low polygon counts and still have 
them look territic. The amazing thing is that the rendering engine cal- 
culates this bit-mapped skin quicker than most engines can calculate 
gouraud shading. 

Another reason the dinosaurs will seem realistic is because of the 
way the artificial intelligence routines are being designed by Andrew 
Grant. Since the entire game world environment of Trespasser: 
Jurassic Park, including animals and you as the protagonist, is made 
up of defined objects (weight, height, material, durability, etc.), the Al 
is being developed around each animal's reaction to various objects. 
For each object encountered, the dinosaur will have a number of 
options/activities to accomplish and will always choose the most 
pressing (highest rated activity at the time). The variables for these 
options will be built around: fear, love, anger, curiosity, hunger, thirst, 
fatigue, pain, solidity (a variable that forms both the basis for collision 
detection and the animal’s likelihood of reducing said object to ruins). 

The computer will perform rapid 
calculations based on 
object and 
will filter 



DONT FEED THE DINOSAURS As COOl as 
this raptor looks, you'll probably rejoice when 
you smash his head in. 
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► this is GAMEPLAY! Dreamworks' sophisticated graphics techniques include 3D modeling of 
I every dinosaur’s skeleton and musculature. Then, bitmapped "skins" are stretched over the 
I models, which makes the creatures look realistic and not polygonal like many PC games. 


out low-rated objects. Then, depending on the animal’s highest activi- 
ty rating at the lime, will decide what the animal will do. If the fear rat- 
ing is highest because the raptor has just felt a shotgun blast, it may 
run away. If the pain rating is highest, it may wander around illogically. 
If the hunger rating is highest, filet of adventurer rises to the lop of the 
menu and the raptor targets you. 


AUDIO-SYNTHESIS 

Another revolutionary aspect of Trespasser is the 
sound design. Although the sound design is being 
handled by the Academy Award-winning production 
house, SoundDelux {True Lies, Bravehearf), the imple- 
mentation is different from anything they’ve done 
before. SoundDeiux uses a technique called full foley 
work for the movies, putting a complete sound sample 
together to go with x number of frames of the film. In 
the computer game, the sounds have to be generated 
on the fly and they have to make sense according to 


For more pictures 
and details on the 
making of 
Trespasser, visit 
CG On-Line at 
www.zdnet.com/ 
gaming. 


whatever is happening in the world. 

Whenever there is a collision in the game 
world, the program's physics engine sends out 
location information, data on the intensity of the 
collision, and databased information on the 
materials involved (density, objects, etc.). Then, 
a portion of the program known as the Sound 
Daemon receives the message and decides 
upon the appropriate sound, volume, pitch and 
location cues. One of the test programs used by 
in-house sound designer and associate produc- 
er Brady Bell and in-house sound engineer 
Brandon Lee models a steel cube. By dropping 
the steel cube on different terrain (flat ground, 
side of a mountain, water, etc.}, it makes differ- 
ent sounds according to the collision routine. 

To enable this Sound Daemon program, 
SoundDelux has had to revise their foley tech- 
nique. Now, they do one-sided foley work. This 
means that, for example, they might record one 
sample of wood being hit hard and another of 
wood being hit softer. Now, assume that the 
player wants to hit a smaller piece of wood 
against a tree. There 
are actually two 
sounds involved: a 
hard hit related to the 
tree as one object and a 
softer hit related to the wood used to strike the 
tree as another object. The sound engine will 
determine how loudly to play each sample and 
how to combine both samples into a convincing 
knock on wood. 

The physics engine constantly calculates colli- 
sions for everything from footsteps to combat 
activities. The basic dependent variable is velocity. Obviously, a foot- 
step across leafy terrain is going to play softer than a well-thrown rock 
hitting a portapotty. Against the velocity variable. Bell and Lee have 
placed algorithms which measure velocity against pitch (a function of 
the object's basic material) and volume to determine how to mix up to 
four of the one-sided foley samples to make an overall sound that 
relates to how forcefully the characters within the game- 
world have perpetrated a given action. 


CONUNDRUM-CREATION 

Of course, all of this revolutionary technology would be 
useless without a compelling reason to play the game. 
Trespasser: Jurassic Park has a story, but the design 
team's goal is that it won’t gel in the way of the game. 

The story is simple. Film-goers will discover in The Lost 
World: Jurassic F^rk that Hammond (Richard 
Attenborough) and his International Genetics firm built a 
Site B island. Although the first Jurassic Park was 
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A HANDY CLUB 
Many of Uie game's 
objects are composed of multiple 
smaller objects. This skeletal arm, for 
example, can also be used as a club. 


destroyed, this one still exists. Indeed, It still 
exists even after the events of the second film 
are concluded. Hammond’s memoirs have been 
published and the story of Jurassic Park is well- 
known, but no one knows exactly where the Site 
B island actually is. 

Then, in true movie fashion, a plane from a 
cost-cutting Central American airline crashes 
on the way to Costa Rica, One survivor 
named Anne (we only know she’s 
named Anne because she 
talks to herself) washes 
up on an island. 
Imagine her 
surprise 
and conster- 
nation as she 
discovers that this 

is not just any island, but the Site 

B island of Hammond's memoirs. As she discovers the ruins of the 
island, bit by bit, she not only hears Hammond’s memoirs ringing in 
her head, but she realizes that it is a matter of life and death that she 
get off the island. To do so, she’ll have to survive 
against very long odds across very different types of 
terrain; jungle, plain, mountains, and semi-urban 
industrial. She’ll have to track landmarks across 
deadly ter- 
rain, since 
one puzzle 

requires her to follow power- 
lines through a jungle, and 
she’ll have to stalk and hunt 
dinosaurs that 
threaten her. 

Austin 
Grossman, 
the game’s 
actual design- 
er, humorous- 
ly calls 
Trespasser: 

Jurassic Park, 

“The Anti-Quake." He calls it that for several reasons. 

First, the bulk of the game takes place outdoors rather 
than in enclosed locales (though there are some build- 
ings and scaffoldings to be explored and used in com- 
bat situations). Second, weaponry is scaled back to 
real world limitations so that by the time Anne has 
moved from being armed with sticks and rocks to 
being armed with a realistic shotgun, that shotgun feels 
like a BFG. Not only is the weaponry scaled back, but 
the damage model is so physics-based that you’ll need 
to pay attention to hit location in order to get maximum 
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w IRONIC DESTRUCTION The consumer of fossil fuels sits fossilized 
I upon a hilly ridge after encountering the progeny of the self-same 
I dinosaurs who formed those fuels. 

effect. Sometimes, it will be more expedient to aim to cripple a 
dinosaur than to expend the energy and ammunition to kill it. 

Third, the puzzles don’t require gamers to puli levers and backtrack 
all over the place to see what has happened. All of the puzzles are 
based on physical laws and realities. Some doors will make sense to 
•V smash in. At other times, you’ll want to smash win- 
dows, Sometimes, you may dig traps. At others, you 
may lure a T-Rex to charge a building in order to 
come after you, destroying a building but getting it 
out of your way. 

Fourth, the protagonist has a real character. She 


INDUSTRIAL WASTE Although Treswsser is 
the "Anti-Quake" in that most of the action 
takes place outdoors, some of the combat will 
take place on stairs, second stories and scaf- 
folding. 


isn’t just a space marine or futuristic warrior. Grossman hopes this 
character will be as endearing and humorous in her way and Duke 
Nukem is in Duke Nukem 3D. Anne will have humorous lines triggered 
by events and geographical locales just as Duke does. 

Grossman worked with Looking Glass 
Technologies when the company developed both 
Ultima Underworld games for EA's Origin 
Systems. He also said he has learned positive 
lessons from Doom and negative lessons from 
Quake. He wants the game to fee) free-form, but 
he wants it to have solid pacing and a rationale 
for what you're doing. Since survival is a pretty 
strong instinct, and since the game's design pulls 
you through combat, exploration and puzzles of 
varying styles one territory at a time (i.e. you have 
to solve certain tough puzzles before you can 
move to the next terrain type and learn the next 
immediate goal), we think he’s developing a very 
solid design. 


DERRING DOO if the action 
is as frightening as we think 
it will be, you’ll probably 
need this. 


SEQUEL-SEQUENCER 

Frankly, we’re as convinced as Spielberg that 
Trespasser: Jurassic Park is going to be something 
special. Now, we’re wondering what the digital 
sequel to Trespasser is going to be, % 
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Win 95 is cool, but sudcs 
with DOS games! 



Get 


ly . 


You’ve got great DOS games, but you really want to 
try that new Win 95 game. You want it all. But, if you 
upgrade to Win 95, it will really hose your DOS 
games. With System Commander you can play 
each game the way it was meant to be played . . . 
on the OS it was designed for. 

System Commander allows you to boot 
both DOS and Win 95 on the same PC. In 
fact, with System Commander you can run 
up to 100 different OSes on your machine! 

You just turn on your computer, pick the 
OS you want from the menu, and let 
System Commander do the rest. 


As you install new OSes, System Commander auto- 
matically copies key files and adds each new OS to 
its menu. System Commander manages unique 
copies of configuration files for each Installation of 
DOS, Windows 95 or any other operating system. 

Available in the utilities section of most major software stores, including: 


System Commander's automatic installation will 
have your PC ready to add OSes in less than 5 min- 
utes. And, unlike some utilities, it uses less than 1 
MB of hard disk space and no RAM! You’ll be up 
and playing your favorite games in minutes! 


Get System Commander for 
ONLY ^99” 

and that includes our unconditional 
60-day money back guarantee! 



V 


V Communications, 


CALL TODAY AND PLAY YOUR 
BRAINS OUT TOMORROW! 

800 - 648-8266 

www.v-com.com 

Mention this ad and get FREE' overnight shipping! 
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V Communications • 4320 Stevens Creek Bivd, Suite120-CGW • San Jose, CA 95129 • (408)296-4224 

‘Orders received alter 12:00 p.m. PST will be shipped the next business day. No Saturday delivery. Standard shipping outside US. CA res. add S7.2S sales tax. 
Olfer subject to change without notice. All logos and product names are trademarks or registered trademarks ol their respective companies. VISA/MC/Amex ©1997 
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WRIT IS NeRRLY OVGR 

Jjjd award-winning Realms ofArkania series 
pm out all the stops with Shadows over Riva 


THJIS IS IT! 

The stunning climax to tne awW-winning 
Realms ofArkania Northlandalnlogy. 

AMBITiaiJS OR^'lVAL STORY m 

Something sinister is happening m the seas/de city of Riva. 

When brave and honoured warriors refuse to fight for . 

the city's good, the Orcish offense takes on a new. deadly h- 
significance. What preys uppfrtfi.em will,consume the . 
city - mind, body and souti faking yoii-bByohd yglir yvildest ^ — 
expectations. Shadows over Riva leads-ybu .tbrdughlhe twists and 
turns of one of the most innovative and.'aWbitious stories written. 


BROUGHT TO LIFE ' 

BY THE MASTERS THEMSELVES 

With over 30 international awards to their credit, the original , 
talented team that brought you the awafd-winhing Star Trail has, • 
created this exceptional mastefpiece. • ■ 

Full 360° 3D technology lets you explore twisting alleys, riigge^ 
terrain and underwater regions with "you are there" realism. 

Fully digitized music, speech and soundtrack. 

More than 50 fully animated monsters and over 350 weapons, 
magic items and spells to kill them! 

Two difficulty modes to suit you. Strip layers of detail 
away for easier play. 

Intelligent automap and diary follow you in your journey. 

Fully animated, 3D isometric phased-time combat with flexible 
options for manual or automated fights. 






Iv^zinoe 


"Yards of detail and depth is precisely what sets 
the Arkania games apart from the competition." 

PC Gamer Magazine. Cover Story, Nov. Issue 


To order, visit your retailer, or call: (800} 447-1230. Ask for operator 75. 


RO. Box 245, Ogdensburg, NY 13669-0245 
Tel: (315) 393-6633 Fax: (315) 393-1525 
E-mail: webmaster@sir-tech.com 
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LOYD CASE • TECHNOLOGY 



by Loyd Case 


n the past \ c;]r, 
seem to have developed a 
rav enous ap])ctife for disk 
space and faster CD- 
ROM drives. At tlicsame 
time, other cool events 
have occurred in the usu- 
allv sedate w orld of mass 
storage, let’s take a look at 
what's going on now and 
peek into some future developments. 

THE MYSTICAL HARD DISK 

IVe long believed that of all the different 
technologies built into modem computer 
svstems, the hard disk Is the one item that 
works ])urely by magic. Wlien }ou get 
down into the world of magnetic domains, 
flving heads, and other arcane technolo- 
gies, hard disks .seem like buniblcbce.sdnic 
damn things .shouldn’t work, but thevdo. 
'llierc have been a number of reports 


concerning the “dcmi.se” of magnetic 
hard disks ov er the years, but everv' time 
the pundits once again predict the end, 
disk .speeds and data densities dramatical- 
ly improve. I lence, optical technologies, 
na.sh memoiy, and other potential heirs to 
the throne haven't become maiastream. 

Lately, though, things have gotten even 
crazier. Se\ cral companies have shipped 
['lIDLs hard di.sks in excess of 3CB, with 4- 
and 6GB drives on the horizon. You can 



also get 9CB SC'Si haal disks. 

'I he speed of harddisks has improved 
dramatically as well. Access times — a 
measure of how c|iiicklv the magnetic 
head mov es from one part of the disk to 




One of the most invaluable utili- 
ties to arrive on the scene in a 
long time is Partition Magic from 
I Power Quest. Partition Magic is a 
I replacement for the extremely 
I arcane and aging FDISK that 
comes with Windows 95 or MS- 
Idos. What makes Partition 


Magic cool is that it allows you 
to change your disk partition on 
the fly without reformatting your 
disk or iosing any data. Version 
3.0 is shipping now and supports 
Windows 95 (including the new 
FAT32 file system that’s shipping 
on some new PCs.) There’s even 
a program that allows you to 
move Windows applications from 
one partition to another without 
having to reinstall. At a list price 
of $69.95, it’s one of the best 
time-savers around: www.pow- 
erquest.Gom. 


iinotiicr— liave dipped below 8 millisec- 
onds (ms) in some ca.sc.s, and even aver- 
age drivc.s liave access limes in live 12 ms 
range. Ihe average n)Uition speed has 
increased as w ell, with speeds of ?,2(){) 
and 5,400 RI^M becoming common in 
IvIDl'! drivc,s; a numl)er of SCSI drives 
now s])in at 7,200 Rl^M. Seagate lias 
recently announced that it will be shi]>- 
ping I0,001)-RPM SCSI drives .soon. 

’^[herc's ai lother speed increiise that’s 
hidden in manv’ newer drives. 'Ibc bit 
densities on the drives ihemselves-the 
number of pits that can be crammed into 
a ,sc|uare inch-have radically increased. 

So a newer drive with a given jilaticr rota- 
tion .s[3eed can read or wiite more bits 
than the older ones. I'lvgo, more data can 
be transferred, but, there's a catch. Due to 
all of lhe,sc |3erfomianee-increasing fac- 
tors. an MIDI'', hard disk can actually feed 
data to the .sv-stem faster than the mother- 
board can handle it. Although most newer 
motherboards support Mode 4 PIO 
(Programmed I/O) transfers of up to 
16.6MR/scc, for various technical reasons, 
the be.sl you can get out of standard 
RIDR drives is .slightly le.ss than 8MB/sec. 

Riding to the rescue is Quantum 
Coqmralion, who has developed an 
enhancement to li]ll)l'', called Ultra A'lA 
(you maj’ also .see it referred to as Ultra 
Di\L-V>3). To Quantum's credit, the com- 
pany has licensed the technolog)^ to other 
drive v endors at no cost, and Intel has 
alrcadv announced lliat they’ll .shi]) Ultra 
ATA-enablcd chi[>.sels for future mother- 
boards. Quantum is already shipping 
Ultra AI A drives, but you'll need to add a 


it Witt 
game makers 
feel the 
need to fill 
up a 5GB 
DVD disc? if 
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CAVE WARS AND THE ET6000 
► The ET60D0 has VESA 2.0 built 
into its firmware, so you'd think it 
would run any VESA-compliant game. 
You'd be wrong. Cave Wars seems to 
have a problem with at least the 
Hercules Dynamite 128 Video, aborting 
with some very cryptic error messages. 
The fix is SciTech's Display Doctor 5.2 



or 5.3. The shareware version will work 
fine for this purpose, so you don't need 
to drop an additional 35 clams just to 
run Cave Wars. 


PC>I UllraATA controller Ciird to your sys- 
tem to ii.se them, as mo.st of the KIDE 
controllers only support Mode 4 PiO. 

1 lie world of SCSI drives has moved 
on as well. IVe already mentioned the 
lO,()l)()-RPiM drives; another increasingly 
common standard is Ultra-SCSI. There 
are a number of motherboards appearing. 
incTuding Pentium and Pentium Pro, with 
Iniill-in Ultra or f Jltra-VVIde SCSI. The 
downside to Ullra-SCSI is its maximum 
cable length of 1.5 meters (much shorter 
than the previous six meters) — irlesome if 
you mix internal and cxlenial devices. 

TO INFINITY AND BEYOND 

One of the mosi useful trends in the 
last \ ear is llie increa.sed eapaeilvof 
removable devices. On the low end, 
Iomega lias praclically slolen the market 
with its ubiquitous lOOMB /ip ciri\e. 
Toward the end of '96, Sy(|uesl shipped 
the EZ-lTyer, their second (and more suc- 
ccs.sfiii) attempt at pcnelraling the low 
end of the removable drive market. Its 
remos ablc 230\i R media deliver ncar- 
hard-disk .speeds. 

Iomega hasn’t been .sitting still, though, 
and is busy liying to sign up vendors for its 
newest version of the Zip di is c, which is 
intended to be a bootable replacement for 
a floppy drive. 

The downside with the Zi)) is that it’s 
not backward eoinpatibie w ith the old 
.standard 1.44iVlB floppies, A newcompa- 
in; O.R. Teeliuolog\’, is offering the ,'\ 
19ri\e. a I2()\ IB magneto-optical “floppy " 
drive lhat can also read standard I.44MB 
3.5" floppies. But it'll need a BIOS update 
ill most coiiipiilcrs to be a true bootable 


floppy replacement. 

The high end of the removable .storage 
bu.sine.ss has heated up. Iomega shipped 
its ja/ drive in mid-96, but tlic product 
was so popular it was bard to find one. 

The Ja/. is a ICB removable bard di.sk, 
rotates at 5,400 Rl’iVi and has a 12 ms 
average access time— .so it’s a true hanl 
disk replacement- /\t roughK’ $120 |)er 
ICB cartridge, it's reasonably eost-effcc- 
live, too. On this front, how'cver, Iomega’s 
chief competitor, Ss quest, didn't wait vers’ 
long before shipping the 1-3CB Syjet 
tow'ard the end of '96 and has recently 
upped the Ssjet’s capacih' to 1.5GB. 

CD-ROM DRIVES: 

WRITE 'EM COWBOY 

In the past year, the prices of .some 
recordable CD-R(.)M drives have 
dropped to under S500, though the.se are 
.still all SCSI drives. Some can he used as 
a .standard CD-RCM drive, loo, but due 
to the need for a much more massive 
head (for the write laser), they’ll never he 
as f.ist as dedicated, read-onl\' CD-ROM 
drh'cs. Liist November, a consortium of 
companies announeed the C'D-RW stan- 
dard, which w'ili bring to market CD- 
ROM drives that will make CDs fme 
ma.s.s .storage cle\ iee.s, allowing disks to he 
written, erased, and rew'rittcn as needed. 
CD-RW has the potential to be a great 
backup de\ice. 

CD-ROM drives have, predictably, 
golicn fa.slcr and faster. Goldstar recentiv 
announced a Ifix CD-ROM drive, and 
there arc a gaggle of IZx dris'cs out now; 
The iiewe.st twist is Western Digital’s new 
SDX connecti\ih’ standard, where SDX 
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CD-RON I dris'cs connect diieclK’ lo 
SDX-ea|rablc hard disks (rather than to 
.separate controller cards), and the hard 
disk w'ill antomaticallv cache .some of the 
infonnation on the CD-ROM disc. 
Another advantage is lhat SDX devices 
W'ill be compatible wilb current onboard 
RIDE controllers; Ihc two SDX devices 
aj)pcar to be Master (hard disk) and Slas'c 
(CD-ROM). SDX has the |)olenlial to 
stop the spiraling "amis race ” in CT9- 
ROM clrive.s, cnaijlinglow'lybxaiid 8\ dri- 
ves to .seeminglv nin much faster. Bear in 
mind lhat both the hard disk and the CD- 
ROM drive must he SDX-compatiblc. 

THE STORAGE ELEPHANT 

Overshadow'ing ail ihesc CD-ROM 
drive developmcnls is the looming pre.s- 
cncc of DVD dris es. DVD dris’cs offer 
more than 6CB of storage on a roughly 
five-inch |)latlcr. TTie\' w'ill be faster than 
CD-ROM dris’cs, and the consumer dri- 
ves (and probably man)’ computer DVD 
drive,s) W'ill have MPEC-2 decoders biiill 
into them. It will be a while before D\'D 
game titles become common, but DVD 
drives will be able to read slanckircl CD- 
ROMs as well, though how well is still an 
open question (.see this inonth’s 
Editorial). By the w'ay DVD doesn’t 
stand for amihing. I Inlil last sunnner. 
there were tw'O competing D\’D stan- 
dards, '1 he groups merged but eoiildn’l 
agree on w'hat D\'D means, .so it’s an 
acroii)'!!! without words. Go figure.... 

MUNDANE NO MORE 

In the past, ma.s.s storage has .seemed a 
prett)' mundane topic, but recent devel- 
opnieiil.s in storage will mean significant 
new' capabilities for computers and, hojjc- 
fully, for future games. Bigger, faster stor- 
age begs ail intereslingqiicstioii, though; 
Will game companies feel compelled to 
fill lip a 5CB DVD platter? Just how 
many 5D-animatcd .sequences and video 
cut-scenes can wc tolerate? /\ftcr all, we’re 
game players; we’re not into w'alching 
movies on the compuler. Lx.T’s hope this 
new' space frontier will be used for .some- 
thing ol her than ma.ssivc ciil-.sc'cncs and 
50-games-on-a-di.sk compilations. T he 
game, after all, is the thing. % 
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New high performance drivers 




"The fastest, most complete law cost 3D card you can 
bay. Period." PC Computing Dec '96. 


Do you crave bone crushing speed for your 3D games? 
Looking for the fastest Windows and video performance? 
Then power up your Pentium with the award winning 
Matrox Mystique graphics acceierator - now priced at 
oniy $1 49 for 2 MB and $1 89 for 4 MB! 


Mystique's mind altering speed is a combination of fast SGRAM memory, unique scatter gather 
PCi bus mastering and a fully optimized 64-bit design. With aii these advanced features, 
you'il be ready to fly, blast or tunnel your way through dozens of exciting 3D game titles supported 
by Mystique. Your DOS games wiil aiso be faster than ever. And your most demanding 
Windows and video appiications will scream onto your screen at hallucinogenic speed. 


And now. Mystique pushes the limits even further with its new Matrox Rainbow Runner 
Studio companion card. Play your favorite PC games on a big screen TV. Edit your home 
movies right on your PC. Grab or send video images over the Net. And much more! 


Mate's over 185 awards and twenty years experience in delivering breakthrough technology 
to customers such as Compaq, Dell, Hewlett Packard and IBM means you're getting the 
most innovative and reliable solution for your home. Matrox Mystique is what you need to 
power your PC into the 21 st century. 




Free Bestructioe Derby ™2 



Free Mecb Warrior 2 





1-800-362-9349 http://www.matrox.com/mga [ 



^Estimated street price for 2 MB. **Game bundle available with retail version only. All porforniance tests conducted by Mattox Graphics Inc. on a Dell Ointension P200 V configured with Intel P5- 
200 MH2, 16 MB of SDRAM and 256K cache. Matrox Mystique, Diamond Stealth 3D 2000 XI and ATI 30 Xpression -f PC2TV wore configured with 2 MB of memory for the PCI bus using driver release 3.30. 4.03.00.2105 
and 3.0 respectively for Windows 95. Creative 3D Blaster PCI wos configured with 4 MB of memory for the PCI bus using driver releose 1.01 for Windows 95. Winbench 97 business lest conducted at 1024 x 706 lesolution 
with a-bit color at 75 Hz refresh using small fonts under Windows 95. Microsoft Tunnel test run st lull screen 640 x 400 lesolution with 16-bil color at default manufacluier refresh rate based on Gouraud shading, perspective 
correct textuias, point sampled and z.butler. 
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Turn Your Current Clunker Into The Ultimate Gaming Rig 



Loyd Case 

n the last three 
issues, CGM/has 
covered various 
takes on the ulti- 
jte gaming 
but all three were 
based on the assumption 
you wanted a whole 
machine. Most of us 
computers already, 
a whole new 
may not be in the 
particularly if you 
your system in the 
year. But it is possible 
your current sys- 
up to ultimate rig sta- 
tus, one step at a time. 
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T he key to wringing the best possible perfor- 
mance out of your current box is to build it 
jnto a well-balanced system, Buying a big_ 
hard disk won’t help much with Windows 95 
if all you have is SMB of memory, for exam- 
ple. Sit down and take a good, hard look at what’s In 
your existing system, find out where the bottlenecks are, 
and prioritize the upgrades. Then, you’ll be ready to 
launch into the upgrade process. 

The big questions are the following: What do I upgrade first? Which com- 
ponents will have the most impact? What’s the right strategy for planning an 
upgrade? Think of your upgrade strategy as a sort of triage, where the slow- 
est component gels the first upgrade, so as to allow the rest of the system to 
better perform. Since upgrade budget sizes vary, we have two upgrade plans: 
turbo and nitro. Our turbo plan options for upgrade components are solid 
additions to any system, but with an eye towards price and performance. The 
nitro plan options are top-shelf components where price is less of a consider- 
ation than all-out performance. 

He's Dead, Jim 

First, let’s deal with old systems. I mean, really old systems— you know, 
486DX2/66S and slower. In computer years, these babies are pretty much 
Smithsonian-bound. Don’t waste money upgrading them. Unless you have a very 
savvy local dealer, or are technically capable of building a system from scratch, 
just get a nev; computer. You can cannibalize the Old Gray Mare and recoup the 
floppy disk drives, Sound Blaster card, speakers, the keyboard, the mouse, and 
maybe even your monitor. So if you do have one of these babies, stop reading 
this now, go get the last three issues of CGW, and read the first three parts of the 
ultimate gaming rig series. 

The Mythical System 

Let’s look at a system that may have been, at worst, middle-of-the-road a 
scant 18 months ago. Our system is a Pentium 90, in a mid-tower case, with 
a 14- or 15-inch monitor, 8MB of RAM, and an 850MB EIDE hard disk. It has 
a PCI graphics card, but it's probably a 32-bit card with a slower graphics 
chip, such as a Cirrus Logic or Trident accelerator. !f it came with a CD-ROM 
drive, it’s most likely a 2X or maybe a 4X drive, connected to a proprietary 
controller. For audio, there’s probably a Sound Blaster Pro or 16 (or clone} 
and a pair of small, self-powered speakers. Topping it all off is a formerly 
state-of-the-art 14.4-Kbps modem. 

As for the not-so-mythical user of our typical system, let’s assume you’re either 
technically savvy enough to eviscerate the guts of this beast, or you know some- 
one who can. 

start From the Start 

The hardest part of the upgrade process is deciding where to begin. We 
want to create an incremental upgrade strategy that will allow the user to 
grow their system gradually. It you’re simply going to buy a pile of hardware 
and replace it in a couple of days, just buy a new system. Let’s assume. 


instead, that you have to budget 
your purchases and upgrade 
gradually. 

You're beginning to become 
dissatisfied with your system’s 
performance on some of the 
newer, state-of-the-art games, 
but you haven’t yet reached 
the point of desperation. The 
obvious thing would be to buy 
a faster CPU or more RAM, 
but instead I’d actually recom- 
mend a new motherboard. 

Why a new motherboard? 

The newer chip-sets from Intel, 

the 430HX and 
430\/X. offer signif- 
icant new features, 
such as connec- 
tors for a universal 
serial bus (USB). 
What’s more 
important in the 
short term is that 
they’re more effi- 
cient at moving data through the system with features such as concur- 
rent PCI and support for faster memory types like EDO and SDRAM, if 
you pick the new motherboard carefully (look for Socket 7), you'll be 
able to drop in a Pentium MMX CPU. 

One thing to be cautious about is the form factor of the motherboard. 

Most older systems use motherboards with the baby-AT layout, which is 
directly descended from the original IBM PC-AT layout. Lately, there have 
been a number of motherboards on the market which use the ATX form fac- 
tor. ATX motherboards are laid out differently, yielding more efficient cool- 
ing, easier installation and better access to the expansion slots. The catch is 
that an ATX board will require a new case and power supply. This is not nec- 
essarily a bad thing, but it does add cost. 

Brain Transplants 

But back to our gradual upgrade 
strategy. After the new mother- 
board, the next addition is probably 
more RAM. Surprisingly, adding 
more memory has a significant 
positive impact to performance, 
particularly if you’re running 
Windows 95 games. It all you have 
is 8MB, consider getting 32MB of 
EDO DRAM-60 nanoseconds (ns) 
or fasler-which will work very 
nicely in our suggested mother- 
boards. If you already have 32MB 
of RAM, and it’s 70ns or faster, it’s 
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What Will PCs Be Like In The Future? 

To Find Out, Look Into the Next Millennia 



The PC of the future has arrived. Micron Electronics’'' has integrated its award-winning Millennia platform with 
the new MMX'" technology from Intel. Introducing the Millennia MXE, the latest system in the Millennia series 
that’s perfect for the most uncompromising home or office user. The Millennia MXE delivers a significant increase 
in processing speed over classic Pentium-based systems, improving your productivity. Featuring the exciting new 
MMX technology, the Millennia MXE accelerates existing and emerging multimedia and communication software, 
enriches your Internet experience, and dramatically improves graphics, video and audio quality. And the Millennia 
MXE is fully compatible with all your existing applications. That means you don’t have to 
upgrade your software until you’re ready. Plus the Millennia MXE reduces your cost of 
ownership. With the MMX technology onboard, you can benefit from economical software 
solutions for multimedia and communication enhancements that currently require expensive 
hardware devices. Improve your productivity. Experience clear, colorful graphics. Enjoy the 
Internet more. Call and order your new Millennia MXE and get 
the most advanced PC available. 
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.Intel 200MHz 
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In the past two years, Micron Electronics’" has won close to two hundred awards for product performance, reliability and customer service. 


ADVANCED DESKTOP SOLUTIONS 


MillennirMXE PI 66 


I ImtL 1 66MHz Pintium'’ psocissor with MMX' | 

• 512KB pipeline burst cache, flash BIOS 
•12X EID£ CD-ROM drive, 3.5" floppy drive 

• 100MB Iomega^ Zip' drive 

• Sound Blaster® 32 Wovetable 3D 
stereo sound cord with speakers 

•PCI 64-bit 3D video, MPEG, 4MB EDO RAM 

• Tool-free minitower or desktop 

• Microsoft® Mouse, 104-key keyboard 

• Microsoft Windows® 95 and MS® Plusl CD 

• Multimedia XcitemenI Pok: P0D'“ , Adobe" 
PhotoDeluxe' , Billboard Music Guide' , Blockbuster 
Entertainment Guide ' ond Eraser Turnabout' 

^ • 5-yenr/3-year Micron Power’" warranty 


ECONOMICAL DESKTOP SOLUTIONS 


Millennia- MXE P200 Plus ■ Millennia- LXA PI 66 


L 


Intel 200IVIHz Pentium processor with MMX 


J 


• 16MB EDO RAM 

• I.SGB TIDE hord drive 

• IS" Hktcfi ISFGx, .28dp(137‘d5p%) 
•Miaosoft Works 4.11 CD 


’ 1,999 


• 51 2KB pipeline burst cache, flash BIGS 

• PCI 32-bil Ultra SCSI Fost-20 controller 

• 1 2X SCSI CD-ROM drive, 3.5" floppy drive 

• 100MD Iomega Zip drive 

• Sound Blaster 32 Wovetable 3D 
stereo sound card with speokers 

• PCI 64-bil 3D video, MPEG, 4MB EDO RAM 

• Tool-free minitower or desktop 

• Microsoft Mouse, 104-key keyboard 

• Microsoft Windows 95 & MS Plus! CD 

• Multimedio XcitemenI Pok: POD, Adobe 
PhotoDeluxe, Billboard Music Guide, Blockbuster 
Entertainment Guide and Eraser Turnabout 

^ • 5-year/3-yeor Micron Power warronly 


• 32MB EDO RAM 
•2.5G3EIDEIiard drive 
•IS’MirronISFGx, .28dpil3.7' display) 

• Mkrowtl Office CDs 


’ 2,299 


•16MB EDO RAM 

• 2GB UlltQ SCSI hold drive 

• 15’ Miaon l5fC«, .28dp (13.7' display) 
•Mkrosofl Works 4.0 CD 


’ 2,899 


Bus. lease '99Ar, 


• 64Ma EDO RAM 
•3.IGS ElOEhoid drive 

• 17' Micron 17FGx, .26dp (15.8' display) 

• UicTasafl Office CDs 

WdlillirKMHiracuiprairarviAlUU 


’ 2,899 

Bus. lease '99/no. 
g4(Sr« 


• 32MB EDO RAM 
•4GB Ultra SCSI hard drive 

• 15' Micron 1 5FGx, .28dp (13.7' display) 

Bus. lease'! 16/W. 


• Microsofl Office CDs 


’ 3,399 


• 64MB EDO RAM 

• 9G3 Fasi SCSI-2 hard drive 
•l7'MiuanI7FGx,.26dp(IS.8' display) 

• Mkiosoll Office CDs 


’ 4,999 


POWER DESKTOP SOLUTIONS 


Bus. teose '170/rno. 
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Millennia" Pro2 180 


Millennia- Pro2 400 Plus 

1 iHtEi 180MHz PiNiiuM® Pro processor 

Dual Intel 200MHz Pentium ' Pro processors | 


• Supports duel Intel I BOMMz Pentium Pro processors 

• 256KB internal L2 cache, flash BIOS 

• 12X EIDE CD-ROM drive, 3.5" floppy drive 

• 16-bil stereo sound & speokers 

• PCI 64-bit 3D video, MPEG, 4MB EDO RAM 

• Tool-free mini tower or desktop 

• Microsoft Mouse, 1 04-key keyboard 

• Microsofl Windows® 95 & MS® Plus! CD 
^ • 5-year/3-year Micron Power’" warranty 


•16MB EDO RAM 

• 2.5GB EIDE herd drive 

• IS" MicionlSfGx,.28dp(13.7"disploy) 

• Mkioscfl Works 4.0 CD Business loose S75/mcnlh 


’ 2,199 


• 2S6KB internal L2 cache, flash BIOS 

• PCI 32-bit Ultrn SCSI Fast-20 controller 
•12X SCSI CD-ROM drive, 3.5" floppy drive 

• 16-bit stereo sound & speakers 

• PCI 64-bit 3D video, MPEG, 4MB EDO RAM 

• Tool-free mini tower or desktop 

• Microsofl Mouse, 104-key keyboard 

• Microsofl Windows NT Workstation 4.0 CD 

• Microsofl Office CDs 

• S-year/S-yeor Micron Power worranty 


• 32MB EDO RAM 

• 2GB Ultio SCSI held drive 

• 15' Minon l5FGx, .28dp (13.7' display) 


’3899 


• 32MB EDO RAM 

• 3.IGe EIDE herd drive 

• 17* Micron l7FGx,.26dp(1S.B' display) 

• Miaosoft Office CDs 


’ 2,699 

Business lease S92/monlh 


• 64MB EDO RAM 

• 4GB Ultro SCSI herd drive 

• 17" Micron 17FGx, ,26dp (15.8" disploy) 


’ 4,749 


V requires Mlrnaft Wlndm NT WorksTatjon - 


•128MB EDO RAM 
•9G8FOSI SCSI-2 hard drive 
•2l’Miaon2IFGx,.26dp(20.0' disploy) 


’ 6,999 
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Intel 166MHz Pentium® processor 


• 51 2KB pipeline burst cache, flash BIOS 

• 12X EIDE CD-ROM drive, 3.5" floppy drive 

• PCI 64-bil 3D video, MPEG, 2MB EDO RAM 

• Tool-free minitower or desktop 

• Microsoft® Mouse, 104-key keyboord 

• Microsoft Windows 95 and MS® Plus! CD 

• Microsoft Works 4.0 CD 

• SystemSoft® SyslemWizard' application for online 
problem resolution 

• 5-year/3-year Micron Power’" warranty 


•16MB EDO RAM 

• I.6B EIDE hard drive 

• 15' Micron 15FGx,.2Bdp (13, 7' display) 


’ 1,599 

Bus, lease '54/fiti. 


• 32MB EDO RAM 

• 2.5GB EIDEIiatd drive 

• 17' Micron l7F6x, .26dp(15.8' display) m/^ 

Bus. leose '71/)ro. 

Wilh Intel 200MHI Penlium pteKessot. odd S2M 


’ 2,099 
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PENTIUM-.PRO 



• S-yc^tllmiidwinaniy onmlctaptacassotend nuin memory 

■ )-ycetllmil(d pans-only sysKtnHirtemv 

• I . L-otL-veirc^liiHulon-iilcsqnkceprctmail lot Mlann dnkiop sys 

■ 50 days ulftwMiaon-suppliri) sutrware support fnt Micron ilrtliiopsys 

■ SO-day muncyback policy 

• 2-1-huut (echjiical support 


CIRCLE READER SERVICE «100 


•900 E Karchet kood, NDinpo, ID 83E87 •Mon-Fti dam-IOpm Sol Fam-Sptn (Ml) 

• Intemotiorsol Sales Hours: Uon-Fri 6orn-7pm (MI) • Phone: 208-S93-3434 • Fox: 208-893-3424 •Purchase Order Fox: 208 B93-S992 
• Technkel Suppotl Ivoilohle 24 Hours / 7 Days • Technlcof Support Phone: 3B8-FI7-MYP( • lechnkol Si^port [-moil: lechtupptrtjneicSmkrDn.rom 
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probably not worth replacing. Instead, it’s now time to consider a new CPU. 

Of course, if the budget is a bit bigger, it's probably worth the few extra bucks 
to get the new P55C processor, not so much for the new MMX technology 
(see sidebar), but because of its double-sized 16K Level 1 cache. On the other 
hand, if you’re taking no prisoners, and you’re getting a compatible mother- 
board, why not go whole-hog and 
get a Pentium Pro? It's worth con- 
sidering, but bear in mind that the 
next generation of Pentium Pros, 
code named Klamath, are just 
around the corner-and they will 


require different motherboards. That 
said, if your lust is for the best 32- 
bit prooessing power you can get, 
the Pentium Pro is it. 

It’s also worth debating alterna- 
tives to Intel, such as Cyrix’s 6x86 
and AMD’s K series. The K6 will be 
pin-compatible with the standard 
Pentium, but is supposed to be 
roughly comparable with the 
Pentium Pro in performance. 

Cyrix’s 6x86 lacks floating point 
punch, but can otherwise keep up 
with the equivalent Pentium 
(P54C), and may be a good solu- 
tion if you're on a fight budget. 
However, the P55C has MMX support and is now faster than the equivalent 
6x86, so if raw performance rather than cost is the deciding factor, then 
Intel, once again, is the leader. 

If you plan on adding a Cyrix (or IBM) 6x86 P200-f, make sure your 
motherboard can support the 75MHz memory bus speed, which will actu- 


ally speed up memory accesses. Also, get a good CPU cooling fan, and 
consider adding a second fan to your case, because Cyrix chips tend to 
run a bit on the warm side. 

Painting 
Pictures 

Okay, now we have 
a fast CPU and ade- 
quate memory. 

Unless your hard disk 
is very small (in 
today’s terms, very 
small is anything 
under 850MB), the 
next thing to add is a 
graphics card. Maybe you’ve seen your friends playing the 3D accelerated ver- 
sion of Tomb Raideb, Quake, or NASCAR 2, and the idea makes your mouth ^vater. 
There are two possibilities: You can add a fast combination 2D/3D card, or (if you 
have a fast 2D board already), you can consider a dedicated 3D accelerator. 

The second approach may yield the best overall performance, but if you 
are truly on a budget, your wallet will not be happy. Consider a good 2D/3D 
combo card to start. All have their strengths and weaknesses, but probably 
the best solution for serious gamers is cards based on Rendition’s Verite 
chip. Be aware that the standard VGA graphics performance of the Verite is 
sub-par, though Super VGA graphics are quite speedy. Surely you’re not 
upgrading your system to play VGA graphics games? Remember that buying 
a combo card doesn't preclude you from adding the dedicated 3D accelera- 
tor at a later date, if your budget and inclination allow. 

Alter you pop in your new graphics card, you’ll suddenly become aware of 
an unusual phenomenon: your monitor has gotten smaller. Well, not really, 
but it’ll seem that way. After upgrading the card, the next logical step, unless 
you already have one, is to consider a 17-inch monitor. With some very nice 
17-inch monitors available for less than $600 these days, it’s hard to resist. 




MMX: Gaming Panacea? 

By Dave Salvator 

here's been much ado from Intel and in the computer press about 
MMX technology, which is now available in 166- and 200MHz 
Pentium chips, code-named P55C. Pentium Pro versions 
ol the chip, code-named Klamath, should be available 
soon. Intel has given a long-winded official name for these new 
offerings-Penlium Processor with MMX Technology (we’ll slick 
to calling them P55C)-and will be looking to aggressively move 
these chips into mainstream machines this year. The result will 
most likely be a minimal price diflerence between similarly 
clocked MMX and non-MMX Pentiums. 

You should go ahead and buy the MMX Pentium, not so much for the 
MMX technology, but lor the improved overall performance that will come 
from the doubling of the Level 1 (LI) cache from 8KB to 16KB. 

When Intel's new MMX-equipped P55C CPU looks for data or instructions. 


it first checks the LI cache, a 16KB area of SRAM running at the CPU's inter- 
nal clock speed. If the desired data or instruction isn't found, this is called a 
cache miss, and the CPU next checks the Level 2 (L2) cache (usually 256KB 
or 512KB), another area of SRAM which mns at memory bus speed (66MHz). 
If the search of the L2 cache yields a cache miss, the CPU must then go to 
slower system memory to find the desired data. 

There's been a good deal ol debate as to whether MMX will do 
much to speed up games, especially 3D action titles. The fundamen- 
tal problem, which Intel has quietly acknowledged, is that the MMX 
unit uses the same physical part of the chip used by the floating point 
unit. And since 3D action games and flight sims lend to be very lloat- 
ing-point-ihtensive, especially for geometry setup early in the rendering 
pipeline, too many mode switches (each of which requires 50-60 clock 
cycles) might actually introduce a performance hit. 

Despite the potential pitfalls, a Pentium with MMX is still a worthwhile 
investment for the larger LI cache. Whatever else MMX brings to the parly 
(most likely for less demanding multimedia titles) will be gravy. 
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And hey, 



it's netwotkable. 


You're sitting at your desk. And you're bored. Bored, bored, bored, Now imagine you’re sitting 
at your desk taking hairpin turns through dirt and mud. Massive bumps send you flying into orbit. 

And you better anticipate the next curve or you’re gonna get to know the side of a mountain a little 
too well. Ahhh... there's nothing quite like the off-^'oad racing e)<perience of Sega Rally Championship 
for the PC, There’s even head-to-head network play. So, c’mon, you get a little time off for lunch - 
go find some buddies and let them eat your dust. 



Check ouf our demo at www.sega.com/segapc 

SEGA is registered in ihe U.S. Palenl o( Trademark Office, [pretfy impressive, huh?). SEGA Enlerloinmenl, SEGA Racing and Sega Rally Chompionship are trademarks of SEGA.©! 996 SEGA, 
P.O. Box 8097, Redwood City, CA 94063. All fights reserved, Every single one of 'em. Order a gome by colling 1-888-SEGA-SALES (or just coll to say "hi," our operators love lhat|. 


CIRCLE READER SERVICE #180 



If your sofh^ore could dream — 


it would dream of running on a MACH V 


Falcon Northwest's MACH V series of custom built PCs - 

hand crafted silicon for those who accept only die best 



"Falcon Northwest took top honors in 
CGW's review last year, and rightfully so. 
Overall, the MACH V is once again about 
the fastest rig of the bunch rtiis year. 
Windows performance was rock-solid 
accross the board, with wins in just about 
every category, including 3D graphics." 

- Computer Gaming World 


"A welcome by-product of the compo- 
nent choices is the MACH V's excellent 
business-application performance" "The 
MACH V's Winstone 32 score [beat 8 
other 166 MHz machines, and even a 
Pentium 200] for first place. The Falcon 
beat out its 166MHz Pentium competitors 
on hard drive and graphics performance 
as well." 

- Computer Shopper 


FALCON NORTHWEST 


COMPUTER SYSTEMS 






Space Exploration 

The next thing to tackle is the hard disk. Think big. Think really big. 

Anyone who thought that CD-only games would save on disk space was 
astonishingly wrong, Games-not to mention other applications-have a 
seemingly endless appetite for disk space. At a minimum, gel a 2GB drive- 
but consider a larger drive if you can swing it. 

If you've got a true performance Jones, you’ll also upgrade to ultra- or 
wide SCSI at the same time. But if you do, don't settle for slower hard disks 
running at 5,400 RPM or less. You’ve just shelled out over $200 on an ultra- 
wide SCSI controller-adding a hard-disk that’s no faster than an EIDE drive 
just doesn’t make sense. Go for a 7,200-RPM drive, or wait for the newer dri- 
ves that spin at 10,000 RPM (Note that there are a number of motherboards 
out there now with built in SCSI controllers; you might look into one of those 
when upgrading your motherboard). 

For most of us, this level of performance is something of a luxury, so get a 
big EIDE drive instead. Even then, the performance differential is smaller 
than it used to be. The new Ultra DMA/33 (a.k.a. Ultra-ATA) drives can theo- 
retically move data at 33MB/sec, 
compared with ultra-wide SCSI’s 
40MB/sec. SCSI still holds the 
edge in CPU utilization, though. 
Just be aware that Ultra-ATA drives 
may not run at full performance on 
your standard EIDE controller, but 
when you move up again, you can 
take the drive with you, saving on a 
future expense and getting better 
performance. 

Of course, now that you have a 
seemingly infinite amount of disk 
space, you’ll need something to 
back up your critical files. A remov- 
able drive such as Iomega's Zip 
drive or Syquest’s EZ-Fiyer should 
fit the bill nicely. If you have a larger 
thirst for backup capacity, Iomega’s 
Jaz drive, with its somewhat pricier 
1GB media, should quench it. 

After you have your humon- 
gous hard drive, the next step is 
to upgrade the CD-ROM drive. 

DVD drives will most likely be 
shipping as you read this, but 
unless you’re hell-bent on watch- 
ing DVD movies on your PC, DVD 
isn’t going to bring a whole lot to 
the party for gamers in the short- 
term (see this month’s Editorial), 
Yes, they offer a whopping 4.7- 
8.5GB of storage, and yes, they 
do have a 1.2MB/sec data rate 
when streaming DVD data. 

They’re also backwards-compatl- 


TURBO Motherlioarcl-liaseil 
PCI EIDE 

NITRO Adaptec 2940-UW 
(PCI Ullra-Wlde SCSI) 

DISKDRIVE 


TURBO Seagate Medalist 
Pro 2540 (EIDE) 

NITRO Quantum Atlas II 
(Ullra-Wlde SCSI) 





TURBO Siruuest EZ-FlIrer er 
Iomega Zip 

NITRO lemega Jaz 


ble with standard CD-ROMs, but 
how well they’ll perform bringing 
in data from traditional CD-ROMs 
is still a question. Data rate claims 
range anywhere from 6X to 8X, 
though we’ve heard anecdotally of 
'n lower performance from early 
models. 

DVD versions of game titles 
probably won’t be forthcoming until 
sometime next year, so you might 
do well to hold off getting a DVD 
ROM drive until your next round of 
upgrades. Fortunately, there are sev- 
eral alluring alternatives in the form 
of 12X EIDE drives well under 
$200, and 12X SCSI drives for less 
than $250. 


Sound 
and Fury 

Probably the last 
thing to upgrade is 
your audio system. 

In the past, the 
squeaky music that 
emanated from the 
old-fashioned FM 
synthesis of Sound 

Blaster Pros and SB 16s would make your teeth itch, but these days it seems 
most music in games is digital rather than MIDI. Still, you can get pretty good 
wavetable MIDI and better-sounding digital audio by upgrading your sound 
card. There are a number of contenders out there, too, including Creative 
Labs’ new AWE 64, Aura’s model 140, and the Turtle Beach Tropez Plus. 

With more Windows 95 games hitting the store shelves, we’re looking to 
the day where Sound Blaster compatibility is no longer the limiting factor in 
choosing a sound card. PCI-based sound cards are in the works from several 
vendors, with some delivering positional 3D audio. While titles that take 
advantage of this new feature may be few in number early on, this is a cool 
technology on the horizon. 

Speakers, despite their importance, are often the weakest link in an audio 
chain. If you have those dinky multimedia speakers on your desk, try hooking 
up a good set of headphones to your sound card and playing one of your 
favorite games. You’ll be surprised at what you’ve been missing. Get a new set 
of speakers-and if you can afford it, gel a set with a self-powered woofer. 

Are You Connected? 

At some point, you’ll get tired of matching wits with the computer, so you’ll 
want to go hunting for the most dangerous prey: humans. There are two ways 
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Fast action and stunning realism — 
the new games and 

edutainment software. your Super 
Star along zoom- 

ing and your "terrifying" monsters are 
glaringly pixelated — foce it. You're not 

Don't just ploy it» Live it! 

With an Intergraph Intense 3D 100 ^ _ 

graphics accelerator on your PC, expect O | 

a fabulous new interactive experience! 

free! Full version of Rendition Ready' 

IndyCar IP, CD-ROM shareware version 
of Rendition Ready Quake", and trial 
versions of Monster Truck Madness' 
and Hellbender" 


IndyCar II wHh Intense 30100 Graphics 

Now you're racing! See the detail on the next car. Watch those 
rearview mirrors - that's real 3DI Notice the crowd in the 
stands and the mountains in the background. And how about 
that skyl 


Where's the crowd? What ore tbse blocky things in the 
background? Are you really into this race? 


Want to know more? Call 1-800-763-0242 or reach 
us on the Internet at www.intergraph.com/ics/i3d1 00. 


INTERGRAPH 


and Ik li]Ur|uvplilu|’')iretv^rrd iizdcnuiksuiHl IiUiac.inbarr:idciiufki>riiik'r)TJ[>>i Orp 
mvb 111 Miinsiifi i>rpr.Ltlm. HcniUIon Kndy Em ir.uUiirjck id IknJdnu, liw. EmlyCnr II li 9 cipNcm] Irx 
mkfliRinibiiivl pfidiKtiamaai'lnikunrfeiilUioirtcsprtUwiniirrs. I'npinytil W7 Imeiprxiihllvpmtli 


i/iiu.UniarTruckSliiJiitsMniillLtlkiiik'rjfruat;- 
nijrliiill'jfnnis ItunkcdarrailcnurXorKlSoftrirv 
.lluiibnlle.kl..tWMiOUl. MCgTlUIK 


CIRCLE READER SERVICE #074 




lo play against people: remotely 
(via modem) or locally, with a local- 
area network (LAN). The latest buzz 
surrounds the new56-Kbps 
modems, although there’s no firm 
standard yet, and two major chip 
makers are battling it for domi- 
nance, What's more, there’s no 
certainly you’ll really see 56-Kbps 
throughput. Still, these units will 
also run at 28,8- and 33.6-Kbps, 
the current standards. You can play 
with one other person via direct 
connect, but it’s becoming increas- 
ingly popular to use Kali95 or a 
commercial service like TEN or 
Mpath to play against multiple peo- 
ple, Of course, if you really get seri- 
ous about your Internet gaming, 
you can always move up to ISDN. 
As for LAN connectivity, we've 
seen the price of plug-and-play ISA Ethernet cards drop as low as $40 now, 
so there’s almost no reason not to get one if you can easily get together with 
your friends (and their systems.) You might also uncover local groups that get 
together periodically for “fragfests." 

Wait, There's More 

After you’ve got your base system tuned, you may discover you’ve gotten 
hooked on that hot new flight sim, and suddenly that lowly 2-button joystick 
just seems inadequate. Or maybe that racing sim you put away because it 
demanded too much from your system beckons again, and 'the thought of 
using a realistic steering wheel is suddenly much more appealing. 



TURBO Hayes Accura 33.6 
(PnP inlemal) 

MTR0supraSonic336V+ 
(PnP extemal) 

BIETWOBK fiAMp 

TURBO 3Caiii 36569 Piag- 
and-PlaynSA) 

UTRO 360111 EthetLink XL 
101166 (P6I) 


Individuality Rules 

Probably the single best piece of advice about upgrades is to be sure 
you buy some future with your new components. That is, spend enough 
on a component so that it won’t have lo be upgraded for some time. Your 
system may not be exactly like our mythical gamer's. You may already 
have a good graphics card and big hard disk. I hope that this strategy 
can be used as a template in developing your own upgrade strategy. The 
best thing we can do is offer guidelines; since everyone’s situation and 
preferences will be different. The key. 



lUKItU 6H Products F-16 
Oombat Stick (picluted) or 
Tkruslmaster X-FIghter 


though, is to build with an eye 
to the future. That way. the 
hole in your desk labeled 
“computer," into which you 
pour gobs of money, can at 
least have its appetite some- 
what tempered. Admittedly, it's 
not always possible to deter- 
mine the next standard, but as 
new technologies emerge, 
CGWwW help separate the 
plums from the lemons. % 


niTHO Tbrusimaster F-2Z 
Pro (piclurod) or ex 
Products Force FX 


TURBU 6H Eamepad 
IVITRU Throsimasler 
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A WARNING: Proper Safety 
Equipment Required 
Beyond This Point. 




GArE]m2ooo 


“You’ve got a friend in the business. 




WARNING: When Speeding Toward 
The Future, Keep Arms And Hands 
Inside At All times. 



The Intel Pentium® processor just got a turbo boost. It’s called MMX"' technology, the afterburner you need to make 
MMX instruction-enhanced game software go ballistic. 

Keep your hands inside the cai' at all times, because the GATEWAY 2000®P5-166 and P5-200 Family PC™ systems are 
now available with MMX technology. It’s the dose of brute power that lets you squeeze more performance out of 
MMX instruction-enhanced games coming to market. The underlying Pentium chip also brings extra 
power to your current programs, all at a price you can afford today. 

When you’re ready to strap yourself into a new PC, count on Gateway for fresh 
technology built into a system custom configured to meet your unique 
needs. Gateway sales reps work with customers to help them decide what 
components go into their systems, then we build your PC rocket ship fresh 
and send it to your door, ready for liftoff. Technical support is just a 
toll-free call away, 24 hours a day, seven days a week. 

So what are you waiting for? Call Gateway today and we'll 
ship you a system so you can feel the MMX technology turbo 
boost for yourself. 

And always remember to buckle up. 






Pentium' 



888 - 846-8571 

WWW. gw2k.com 


Family PC Multimedia Systems 
P5-166 Family PC 


P5-200 Fam ily PC 


■ Intel® 166MHz Pentium® Processor 
with MMX'^' Technology 

■ 32MB Synchronous DRAM 

■ 256K Pipelined Burst Cache 

■ CrystaiScan®700 .28dp Monitor 
(15.9" viewable area) 

■ 2MB SGRAM, 3^D 64-Bit PCI Graphics 

■ 2.5GB Urns EIDE Hard Drive 

■ I2X CD-ROM/3.5" Diskette Drives 

■ 16-Bit GATEWAY"' Sound 

■ Altec'" Lansing ACS41 Speakers 

■ TelePath® 33.6 Data7l4.4 Fax Modem 
for Windows with Speakerphone 

■ New Look Mini Tower Case 

■ 104+ Keyboard & MS® Mouse 2.0 

■ Microsoft® Windows® 95 

■ MS Office 97, Small Business Edition 

■ MMX"' Technology-Enhanced 
Software Bundle 

$2199 


■ Intel 200MHz Pentium Processor 
with MMX Technology 

■ 32MB Synchronous DRAM 

■ 512K Pipelined Burst Cache 

■ CrystalScan700 .28dp Monitor 
(15.9" viewable area) 

■ 2MB SGRAM, 3-D 64-Bit PCI Graphics 

■ 2.5GB 11ms EIDE Hard Drive 

■ 12X CD-ROM/3.5" Diskette Drives 

■ 16-Bit Ensoniq® Wavetable Sound Card 

■ Altec Lansing ACS41 Speakers 

■ TelePath 33.6 Data714.4 Fax Modem 
for Windows with Speakerphone 

■ New Look Mini Tower Case 

■ 104+ Keyboard & MS Mouse 2.0 

■ MS Windows 95 

■ MS Office 97, Small Business Edition 

■ MMX"' Technology-Enhanced 
Software Bundle 

$2499 



'Maximum data transfer rate dependent on certain variables including particular modems with which you are communicating, 
telephone lines, communicalioiLS software and communicatioiLi protocols. 


MMX Technology-Enhanced 
Software Bundle 


■ Pod"' 

■ Eraser"' — Turn About 

■ The Ultimate Human Body Version 2.0 

■ The Third Dimension™ 


MS Office 97 
Small Business Edition 


■ MS Word 97 ■ MS Automap 

■ MS Excel 97 Streets Plus 

■ MS Publisher 97 ■ MS Outlook™ 97 


Games and Entertainment Pack II 

(Available to new and existing Gateway customers.) Includes Bug!"' • Deadlock™ • 
MecliWarrior®2: Mercenaries'" • 9'” • Pitfall'" • SPQR: The Empires’ Darkest Hour'" • 
and PC ProPad. $99 


8 8 8 


GATEVmTOOO 


"You’ve got a friend in the biisine.’is. ”® 

- 846-8571 


WWW. gw2k.com 


©1997 Galcftay 2000, Inc, GATEWAY 2000, Cry.sialSctin, Viviiron, black-and-white spot design, ''G'' logo, Tdd’nlli und "You’ve got u friend in the business" slogan nrc registered Iradcniuiks, and Homily IC, and GA 
Gateway 2000, Inc. The Intel Inside Logii, Intel ami Pentium are registered trademarks and MMX is a trademark ul Intel Corporation. AM other brands and product names are trademark.^ or registered trademarks of thei 
and confignralion.s are subject lo change wThout notice or obligation. Prices do not include siiipping or applicable sales tax, Many Gateway 2(X)I) products are custom engineered to Gateway 2000 specifications, which i 
the software and/nr hardware in functionality, performance or compatibility. 
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TEWAY are trademarks of 
respective companies. All prices 
may vary from retail versions of 






The Most Respected Reviews |||||B |||C^ M I 

In The Industry For 15 Years nilH IV ■ 11 If ^9 



Reviews Poficy 

We only review from the final copy 
of the game. Though it has become popu- 
lar among PC gaming magazines to review 
from late beta copies, we feel that the reader 
is best served by reviews of the same version 
of a game that readers can buy. While we 
recognize that this may cause some delay in 
coverage, we believe the reader is belter 
served by such caution. 

We expect our reviewers to finish 
the game. CGW reviews are not based 
on early impressions of a game. In 
some cases, bugs make if impos- 
sible to finish a game, but we 
identify those cases in the review. 

How We Classify Games 

• Action/Arcade: The emphasis is on 
hand-eye coordination and reflexes, usually 
emphasizing fast play over story or strategy, 

• Adventure: Games where you control 
an alter ego and move through a storyline 
or sequence of events, where puzzle-solv- 
ing has a more important role than conver- 
sation and combat. 


• Classics/Puzzles: Classics are old 
stand-bys and parlor games that appeal to 
many different types of gamer. Examples 
include backgammon, bridge, chess, and 
Monopoly. Puzzle games emphasize spatial 
relationships, word games, and/or problem- 



solving without 
requiring gamers to follow 
a storyline. Examples include 
Shanghai and Tetris. 

• Role-Playing: RPGs are a subset of 
adventure games which allow you to choose 
a character class and increase their attribut- 
es. Conversations with non-player characters 
(NPCs) and tactical combat are generally 
more important than in Adventure games. 

• Simulations: Highly realistic games 


from a first-person perspective; you may 
control a submarine, fly an aircraft with a 
meticulous physics model, or swoop 
through a detailed sci-fi environment. 

• Sports: The sports category is a broad 
genre which includes sports action games 

(NBA Live), sports strategy 
games (Front Page Sports 
Football Pro) and sports sim- 
ulation games (NASCAR Racing 2). 
Strategy: Problem-solving, short- and 
long-range planning are the keys here. These 
games almost always emphasize resource- 
and risk-management. This genre 
includes conflict-based sci-fi and fanta- 
1?^ sy games (X-COM, Master of Orion), 
as well as “pure" strategy games 
(WarCraft II, Command & Conquer) and 
“building games" such as SimCity and 
Caesar II, 

• Wargames: A subset of strategy 
games, wargames recreate historical con- 
flicts from a command perspective. They 
may be tactical, operational, or strategic, 
and stress anything from logistics and fire- 
power to morale and leadership. 


HOW DO WE RATE? 


We only review finished product, not pre-release versions. The ratings are as follows: 


Outstanding: 

The rare game 
that gets it all 
right. The graph- 
ics. sound, and 
gameplaycome 
together to form a 
Transcendent Gaming 
Experience, Our strongest 
buying recommenda^on. 


Very Good: A 

high-quality game 
that succeeds in 
many areas. May 
have minor prob- 
lems, but is still 
worth your money, espe- 
cially if you’re interested 
in the subject matter or 
genre 


Average; A 

mixed bag. Can 
be a game that 
reaches for the 
stars, but falls 
short in several 
wrays. Can also be a 
game that does what it 
does well, but lacks flair 
or originality. 


Weak: A game 
with serious 
problems. 
Usually buggy, 
seriously lacking 
in pl^ value, or 
just a pooriy-conceived 
game design-you 
should think long and 
hard before buying it. 


Abysmal: The 

rare game that 
gets it all wrong. 
This is reserved 
for those prod- 
ucts so buggy, ill- 
conceived or valueless 
that you wonder why they 
v/ere ever released in the 
first place. 
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Price: S54.95 
System 
Requirements: 
Windows 95 or NT 
4.0, Pentium 60 or 
better, 8 MB RAM (16 
MB RAM required for 
multiplay), 2x CD-ROM 
drive, SVGA graphics. 
Win95-compatible 
sound card, mouse 
§ of Players: 1-4 
(modem, IPX network 
or battle.net) 
Protection: None (CD 
must be in drive) 
Designers: Erich 
Schaefer, David Brevik 
Publisher: Blizzard 
Entertainment 
Irvine, CA 
(800) 953-SNOW 
Reader Semce fl: 316 
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Diablo Rules 
The Underworld 


Crown The New King Of Action-RPGs: Blizzard’s Towering Diablo 



by Greg Fortune 

ii\ bu it's [list 
me. bill I've 
nlwavsbeen 
enthralled 
with the 
idea of 
entering a 
dark and 
dangerous 
dungeon lo 
do battle with the foree.s of c\il. 

I’ve hacked through cverv’ dun- 
geon romp I could find, ho|)ing 
to satisfy at least a part of ihc 
fantasy. While I’ve [rlayed all 
manner of mcdie\'al warrior 
and embarked on coiinllcss (jiicsts, there’s 
alw ays been one thing lacking; believable 
combat. Most games seem to treat the 
crucial combat cspcrience like a nece.s- 
saiy evil. 1 low many games have you .seen 
that covered ever}' aspeel of role plaving. 
bill wiien it conics lo entering dungeons 
the creatures have all the realism of a 
Kmart costume? it seemed I would die 
w ilhnut having expenenced compelling 
dungeon combat, but it (urns out that 1 
finally got mywisti. Kilter niAiri.(), lord 
of ’lerrorand master of dungeon combat. 

LIGHT DESCENDING TO DARKNESS 

OlAltl.O is the latest action Kl’Ci in the 
arena, a savior for those who would rather 
pick 11 ]) a battle axe and .sjilit some skulls 
than wander around joining guilds and 
swapping stories, 'ihc ehanieters start the 
game with fairly weak stats, and in true 
RPC. fashion, grow' stronger as their expe- 
rience Icv'cl increases. There are three 
character tjpes to chose from, each with 
its own strengths and weaknesses. 'Ilie 
warrior has great strength, but little magic 


and average dexterity, whicli siiiLs his bni- 
tal haiid-to-hand combat .style. 'Ilie 
Sorcerer is phvsieaily weak, but has a high 
magic rating which he uses to cast some 
really unbelievable spells, dhe Rogue fills 
out the trio with exceptional bow .skills 
and average stiength, allowing her lo 
switch lo a sword and shield should 
Diablo’s minions get a little too clo.se. Ihe 
three t\pes are so diffeient that each 
requires a compictely different strategv’ 
merely lo .survive, let alone .succeed. 

Aside fmm the character t)pes, there 
are just enough rote playing elements in 
Diapi .0 to enhance the game without 
bogging it (low'll. Remember, you’re here 
to kick .some demonic bull, not nin 
around making friends and having even - 
one tell von how great vouare.'Ihc RPC^ 
elements are easv’ lo understand, and 
someone who has never played an 
ADcK'n-lxpe game will have little trouble 
understanding what each properly means. 
'Ihe variety of. sjDells and weapons is vast, 
and each has minimum requirements 
needed to wield if. One downside is the 


limitation of a single .save 
game .slot for each charac- 
ter, but it doesn't really 

[)ose 

'The worid of Diaim. 0 is 
a beautiful place, gor- 
geously rendered in SX-'CTA 
and filled with haunted 
cries of Ihc damned echo- 
ing through j)assage.s 
below the cathedral. This 
is no dance class. There's 
menace in the .skeletons' 
stance, and fuiy in Ihc 
screams of the Obsidian 
I xircisas they charge like freight liaiiis, 
each with a huge cun ed horn leading the 
wav. 'Ihe third-pensoii overhead perspec- 
tive gives the player a bird’s eye view of Ihe 
dungeon and its denizen, and it is an env i- 
ronnient that is eerie, entertaining and 
impressive. 

Chimbat is in real time, even when 
making inv entorv’ changes or checking 
out .spell levels. More than once I've been 
caught in the inventorv’ .screen without a 



* BACK OFF, MAN! Rogues and Sorcerers 
should put as many obstacles in their 
target’s path as possible. They can inflict 
great damage at a distance, but suffer in 
hand-to-hand combat. 
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weapon in liaiicl b\' a I lidclcn or Slalkcr, 
wliith arc like llic Kliiis^on bircIsofPrcs of 
waiting iiniii tlic\arc williin 
three steps of yon to appear and attack. 

Hie contmLs are well tlnnight out and 
simple enough that thc\- enhance the 
experience, not detract from it. Lise the 
mouse to click w here vou want to go, 
w hat yon w ant to fight, or what yon want 
to pick up. Your character will proceed 
there and perfonn the appropriate action. 
Ry the time you lieat l^lAltl,o, you'll he a 
Shan 1 ,in clickmaslcr, able to amaze your 
friends b\' clicking a fly out of midair W'itli 
your eyes closed. Ihcre arc also assigna- 
ble hotkeys for four of your favorite spells 
and number key assignments for up to 
eight potions or scrolls. It is apparent 
thmnghoni the game (hat someone spent 
a lot of time thinking about how to la\' out 
this interface, and thes' did a hcantiful job. 

LEADING YOUR FRIENDS 
INTO DARKNESS 

’I he games multiplayer options let you 
de,sccnd into the dungeons with up to 
four friends, leveraging (he strengths of 
the different character hpes. Dl.\15L() .sup- 
ports TCPIP, 11% modem and direct 


cable connections, and Blizzard has given 
the w orld free access to its batlle.net 
online multiplaxcr arena. /Ml \’ou need for 
baltle.net is an acti\ e internet connection, 
and )Wre in. Setup for c\er)’ connection 
t\pe is unbelievably painle.ss, with no con- 
figurations to tweak and no learning enne 
to master. Multi[3la)'er games are primaril}' 
cooperatis e, but there is an option to 
make ) our character dangerous to others 
in your part}' if }ou prefer dcathmatch- 
st)']e clungconeering. 

'^Ihe multiplayer levels have tougher 
opponenLs earlier on to compeasate for the 
additional heroes, and all of the staiis from 
town are open, allowing a part}' of high- 
level characters to head direct!}' to the 
lower levels of the dungeon. 'Ihc first time 
we had a multiplaser Dlxblo session in the 
office, tliis game became an instant imist- 
bavc for es ei} one on the staff. 'Ihc one fea- 
ture we w ould bar e liked to see is the abilih’ 
to use single plac er characters in mulliplav- 
er conquests, but sadK' that's not included. 
/Miother serious bummer is that to p!a\' the 
full \ersion of tire game in multiplas’er 
mode, ever}' user must bas e (he CD. 
“Spaw'ning” is supported, but (his onl}' lets 
users play a limited version of the game. 



D IA8L0 is a great game, but it’s missing a few elements that keep it 
from getting our highest rating. First of ail, there isn’t enough inter- 
activity with the town and its people. It doesn’t feel so much like a 
community with living people as it does a pit stop where you 
restock on health, mana and weaponry. We get a good feel for Tristam’s back 
story when we read the manual, but not when we play the game. It just doesn't 
feel like a real town. 

instead of just showing Griswold standing outside his shop, Blizzard could have 
let us go inside and see him forging and fixing weapons. Or we could have gone 
into the tavern, bought a drink and talked to Gillian the barmaid about the town’s 
troubles. We know Tristam’s supposed to be desolate, but it still feels more like a 
static snapshot, especially given the depth of traditional RPGs like Daggerfall. How 
about seeing the caravan that delivers the town's supplies come in? Or how about 
seeing running water in the streams? Simply put, the town could use more life. 

The game could also use different endgames depending on which character 
you play. This is supposed to be rale-playing, right? So why do we see the same 
movie whether we’re playing the male warrior or the female rogue? The experi- 
ence and the reward should be different depending on the character you play. 

Blizzard has come up with an exciting game here. Now that they’ve perfected 
their engine, hopefully they can spend their time on making Diablo 2 a better 
role-playing experience. 



TREAD LIGHTLY Be careful not to walk 
too far into unexplored territoty, or you 
might end up like this poor soul. 


[ CLEAN UP YOUR ROOM Try to organize 
your inventory wisely. With the limited 
space available, you can’t afford to 
waste any. 

Di.\B 1 .C) bus b;i(l a noticeable impact 
on m}’ life. I now get of average one boiir 
lo.ss .sleep each night, and my wife is about 
to check me into the Betfr lord clinic, i 
had an easier lime c|nilling smoking than 1 
do [)ulliiig this game down, I'rom the first 
steps in lown to the final bailie with 
Dl.'\ni.(), ibis game is a solid bull’s-eve. If 
Bli/z,ard isn’t earefril, tbc}’ might find 
DlAliil) regulated b}' the gov'cmmcnt as 
an aciclictis'c .substance. N \y recommenda- 
tion: If }'ou are interested in this genre at 
all, \ou hcPiV to bas e this game. 


^APPEAL: Anyone who enjoys third- 
person action/RPG games and has a 
pulse. 

^PROS: Great interface, awesome 
gamepiay with exceiient repiay value, 
exceptional multiplayer setup and 
play, added value with battle.net. 
KONS: Only one 
save game slot 
per character, 
shallow role-play- 
ing elements, lim- 
ited play in 
“spawned” 
games. 
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“HEROES OF MIGHJ AND MAGIC™ II IS CLEARLY 



^he king is dead, a civil war rages throughout the 
countryside, and the people are clamoring for a new leader. 
Whether you choose to play on the side of good or evil, you can 

The Worlds "tr 

■ kingdom if you can muster the courage and skill to take it. 

^his long-awaited sequel is a feature-by-feature enhancement of 
everything that made the original Heroes an all-time strategy 

Of MiGHTr:::::;: 



alliance formation for team play, enlarged combat maps, increased 
multi-player options, and a flexible “World Builder” module arc 
just a few of the reasons why Heroes 11 will be a prized addition to 

And Magic :rz 


'h Fortn alliances with 
friends or the computer. 

dp Multiplayer action for 
2-6 players via Internet, 
modem, or network. 

Hh Expanded 
“interactive" battlefields. 

i 

dp More of everything! 
Over 60 scenarios, 65 
heroes, and 66 monsters. 
Dozens of new skills, 
spells and artifacts. 

dh Includes powerful 
‘World Builder" game editor. 

dp Available for 
Windows”' 95 and DOS. 


Heroes of Might 
And Magic™ II, 

77ie Expansion Pack 

Requires Full Version qf Heroes qf 
Might and Magic // to Plcq; 

4 New Campaigns 

Containing 

24 Scenarios 

Over 20 Stand-Alone 

Scenarios 

New Map Items 

And Artifacts 


Macintosh Version 




‘Heroes of Might 'dimm 
father II of car^ufer 
SBLVy.Ji^^o’h ComputetiM 


npuiing.com >] 

, inf.lDim btHgt)! and Magic^ dademaiic eiWor lagistered UadmailQ of The 
t Teein^.l)t)|(|o'i^ W VAxU pnipuling is a Mfon of The 3D0 Company. 
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riHE 

MARK 







HAS BEGUN 


All seven seals, have been broken. Every evil that 
plagued the earth has become incarnate, disturbing the 
balancing- force between good and evil, man and spirit. 


ROOM OF QUESTS, PUZZLES, 
AND CHALLENGES. 


Frighteningly detailed JD environment with 

INTERACTIVE OBJECTS AND PREDATORY DEMONS 


Not only have you. stumbled blindly into a nightmare, 
you’ve set the stage for the Apocalypse. 

And now only one can stop it. 

He who bears the mark. The chosen one. You. 

Presenting a terrifying.3D adventure unlike anything 
you’ve experienced before. Realms of the Haunting. 
The forces of darkneSs are gathering for the final • 
showdown. 


« Over 6oo interactive objects including 

MORE THAN 155 POSSIBLE INVENTORY ITEMS - 
MAPS, WEAPONS, AND MAGICAL OBJECTS. 


« User-defined controls allow customization 
OF adventure and combat levels. 



Sophisticated character interaction 

REAL-TIME, FIRST-PERSON, 
ENVIRONMENT. : 


BY GAMERS. FOR GAMERS.”" 


TM 



FUJ.L MOTION VIDEO, COMPLEX AND INTELLIGENT 
PLOT BRANCHING AND MULTIPLE ENDINGS 


01996 Gremlin Inleraclive. Ltd All rights reserved. Realms of the Haunllngand Interplay arc trademarks of Interplay Productions. All rights resetr’ed. Interplay is the sole publisher and distributor. 
• ’ Licensed from and dc\'eloped b’^Gremiln Inleraclive, Ltd. All other trademarks are ihc property of their respective otvncrs. 
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REVIEW • PHANTASMAGORIA: A PUZZLE OF FLESH 






The Honw, 

The Horror 

The Only Thing Scaiy About This Sequel Is Tha t Gamers Migh t Buy It 


by 


Petra Schlunk 




Price: S59.95 
System 
Requirements: 

486DX-66 or belter 
processor. SMB RAM, 
16MB hard-drive 
space, 256-colof SVGA 
graphics, Windows 3,1 
or belter (or DOS), 2x 
CD-ROM, mouse; sup- 
ports ail Win 95-com- 
patible sound cards, or 
SoundBlaster and Pro 
Audio Spectrum com- 
patible cards for DOS, 
# of Players: 1 
Protection; None (CD 
must be in drive) 
Designer: Lorelei 
Shannon 
Publisher; Sierra On- 
Line 

Bellevue, WA 
(206) 649-9800 
Reader Service If: 318 




( rcdit tny editor \\il li u good 
supply of l-icHs paving sloiies. 
Surely lie had the best iiitcii- 
lion,s when he sent nie Sierras 
Pi L\N’[/VS.\L\t:OIU,\: /\ VU/A i-. 
Ol’’ I'LltSl I. Not lK;ing a horror 
fan of repute, I was urm’ 
about plaiing a game w ith 
warnings [riiislercd all over the 
box ))iouii,siiig ‘‘iiilense coii- 
Icnl ” that was "not approjiriatc for pla) crs 
under 17," It promised “blood and gore," 
‘'pn)\'oeati\'e frontal nudity," and "slrong, 
\ailgar language.” \\^iilc a show'ease for 
faith-iu-advertising, such games are 
.scratehed off my gift list very quickly, 

'Ihe first scene of the game opens with a 
young man being treated for a ,supposedlv 
psyehotie episode with electasiirick thera- 
]Dy, \Vc catch up with our “hero" a jear 
later, no longer mentally uirstahle and 
working for a eompaii)' called \V)ii'lecli, 
w hich, we learn along the way, is invoked 
in some nnsterious and questioiiahle 
research. Obung hero fights big, nasty cor- 
porate monster.... Wdierc base wc seen this 
story before?) 


► the DOaOR WILL KILL YOU NOW One of a 
I series of sticky situations our hero finds himself In. 
I Let’s hope he has insurance. 


► WOW, DO YOU WORK OUT? A prime suspect for the brutal WynTech 
murders, the bare-chested Curtis must explain his actions to the inves- 
tigating officer. 


THE VISION THING 

Curtis starts experiencing hallucina- 
tions coincident with the brutal murders 
ofsc\ cral of his coworkers. /Xmong his 
hallucinations, Curtis has lurid \isions 
(which wc arc, ahem, "blc.ssed" to share) 
of these murders, which include scenes 
of people being tortured and murdered 
w'iili hi/arre weapons .such as 
staple guns. As he learns from 
Ihe local police, the crime 
.scenes, and his coworkers, his 
visions of Ihe murders are fright- 
eningly accurate. Curtis, under- 
slai iclahly, starts worrying that he 
is the killer. 

Such is the basic plot. As an 
uiiadomed story; A Wr/AE Of 
l'’l.lvSI I starts out interestingly 
enough, and axcept for the 
extreme bailality of the murders, 
this would ha\’e done \'cr\' nicely 
fora horror game. 1 lowever, w'e 


discover later 
that all of 
the.se visions 
and murders 
are due to 
VVyn'lech’s 
meddling 
with aliens 
(ooh!) fioni 
an alternate 
dimension. 
Interlaced 
with thisstnrv' 
are numerous 
gratuitous .sex 
scenes, por- 
trayed far too 
graphically 
foraniain- 

.stream computer game, as Curtis, con- 
Riscd about his sexuality, experiments with 
.sadoma.soehism, bondage, belly button 
piercing and more. Not to leave any 
tabloid ax'enues unexjrlored, the game 
also includes .scenes of child abuse, intro- 
duced as memories that emerge as Curtis 
explores his situation with his therapist. 
Sounds like a lot of fun, huh? 

METHOD TO THE MADNESS 

Mechanically, at leasl, A ,!■; Ol' 
h'LliSl I is very well structured. '1 he point- 
and-eliek interface is simple to learn and 
use. Ibu use the mou.se cursor to interact 
w'ith objects and peoirle, and to move 
around. Objects that Curtis collects arc 
displayed on an inventory panel and can 
be cxiimined, combined or used on peo- 
ple to stimulate conversations. 

'lliere is not too much traveling within 
ihe game, which is a plus, since travel is 
often a tedious a,spect of ad\ cnture 
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Descent” game 
engine landed in AD&D 
game's most famous world, 
tKe FORGOTTEN REALMS®... 

...it left in its wake tKe most 
revolutionary new RPG game to date. 


A ll tN wizards and magicians in tkc Realms could never have predicted what happened that 
mystical night in the dungeons of Undermountain. After all of their spells, conjuring, and 
attempts to see the future, the future literally crashed doivn upon them. With deadly force. 

It left an indelible mark. It affected their vision. Their movement. Their way of 
life and death. It changed their history as weD as their future. 

Iniroducing DESCENT TO UNDERMOUNTAIN", the most revolutionary new AD&D’ 
FORGOTTEN REALMS action RPG game in centuries. Based on the hugely successful Descent 
engine, the dark inhabitants of Undermountain's stone belly 
now experience 3D vision and 360" movement. PciKaps it 
was the strange visitor from the future. Perhaps just the 
trauma. But multiple characters arc now developing in the 
cracks and under the rocks of ancient caves. 


All of this, along with multiple player options has forever changed the face of the AD&D’ FORGOTTEN REALMS world, 
what came down from the hereafter tliat fateful night, is certain to continue down into history. And doivn. And doivn. And dorvn. 


The award winning Descent" meets the most famous AD&D" world, 

THE Forgotten Realms* 

® Full 3D, 360° first person action based on the filigely successful 
Descent" Engine 

^ Character Development in over 20 different magic-ridden dungeon levels 
iQ First AD&D* action RPG with up to 4 player modem/network option 


Available on PC CD-Rom 
Download the Interactive preview at wwwiinterplay.dragi 

01996 Interplay Productioni IMTiRPUY is a trademark of Inlerpiiiy Produclions. A! rights reserved. Licensed end (kstnlxjted by Interplay Produdwts. All rights reserved. DESCENT TO USDERMOUNIAIH, ADVANCED 
DUNGEONS i DRAGONS. ADiD, FORGOTTEN REAUifS. and the TSR logo are Irademarks cl TSR ho. Al rights reserved. A> other tiademaiks are the property of their respectne erwners. 
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ADVENTURE/RPG 


REVIEW • PHAHTASHACORIA: A PUZZLE OF FLESH 



H ere are the answers to two of A Puzzle Of Flesh’s more annoying 
puzzles, one from the beginning of the game, one from the end. 

In chapter 1, you’ll need to get your wallet from under the couch. 
Heaven forbid that you should do something logical like move the 
couch, so try this instead: click on the rat cage to remove it from the cage. Use 
the rat on the couch. Use the granola bar on the couch to lure the rat back out. 

The rat will drag the wallet along with it. Happens all the time, right? 

In chapter 5, before you can power-up the Threshold near the end of the game, 
you’re going to need to fix the broken pipe. How, you ask? Quite simple, really. Just 
make sure that you have some of the brown slime from the green pipe in the upper 
room of the alien world, as well as the goo that’s left behind after you yank the 
deformed Curtis off of his life support. Then combine the slime and the goo and 
use the new substance on the broken pipe. 


games, especially w hcii you have to revisit 
areas frc(|uc!illv just to further the .story. A 
friendiv feature allows you to reach the 
iiu[>ortant game 
locations using 
a travel nia]3. 

Much of the 
action centers 
around Curtis' 
apartment and 
office. A few 
additional loca- 
tions include a 
restaurant, an 
SeAM bar and 
the alien 
diniension (hat 
Curtis discovers 
late in the game 
(did I mention 
the tabloid 
aspects of this 
game?). 

An added 
plus is that the game offer s numerous 
.saved game positions thirl allow for 
gamers’ detenniired (or demented) exper- 
irnentatiorr throirghoirt the stor)'. I''urther, 
if (arrlis docs die diirirrg the game, you 
are given the option to “try' again" in the 
sec|irerree dnritrg which he died. 

I'()r a game with “pii/y.le” in its title, this 
one aelually has very' few of them. Most of 
the story' is furtliered through irruirurer- 
able irnirrtere.stingeonversatioirs with 
coworkers, the local homicide detective 
aird Curtis’s therapist. \Mien players get 


stuck, revisiting locales and trying to use 
objects or talking with people vv ill get 
things irrov'ingagairr.'llre most difficult 


aeee.ss files in Wjm'leeh’s eoirr|)ri(er .s)'s- 
lern, but the pa,sswords Ihem.selv'es are 
directly accessible (rro giressing irrvolved, 
other than deeidirrg vv'hieh password 
unlocks wbielr file). 

Other pu/Mes are rnaddenirrgly illogi- 
cal, forcing you to try' evcry'thing in yorrr 
inv'cirlory' — in norr-irrluitivc. unrealistic 
fashion — jirsl to aniveat a solirtion. (food 
lueksolvirrg the ridieirlorrs alien goo puz- 
zle without readirrg the walkthrough (or 
the sidebar abov e). 


QUALITY TRASH 

Prom a purely' analy'lieal perspective, 
the acting and cinematic sequences in A 
?vmE oi- l'’i..i';st t are well done. 

Similarly, mu-sic and sound effects help 
contribute to what amounts to a fairlvsus- 
[jcnscRrl atnio.spherc. But, however vvcll- 
exccuted it may' be, such technical profi- 
ciency is conrpictely irrclev'ant to a prod- 
uct so lacking in story' qrrality. 
I'Aacerbaling matters, I was disappointed 
that the lead character, with whom I was 
prepared to sympathize at the beginning 
of the game, becomes completely un.sym- 
pathelic, amoral, aird quite uninteresting 
as the story progresses. 

iN'Iv ovcnril feeling tow arc! this embar- 
ra.ssing rclea.se from Siemi is one of pro- 
found disappoirrtinent, because the com- 
])anv has produced .so many qiralitv 
adventure games over the 
years (inchrdingthc Ck\BR]i'.i, 
Knig! ri' arid King'.s Quks'I' 
.scries, all of which are highly 
commendable jiroducLs). 

APiizZL.t': Ot'Ht'Siiwil! 
undoubtedly fir id its propo- 
nents among tho.se who read 
Vangnrid or IJie Star. leaving 
this game, if one can grace 
this morally reprehensible 
product with sucii hajipv 
terms as “play'” and “game,” is 
evtrcmely unplca.sant: to do so 
“for firn" requires cither a fas- 
cination with hard-core 
.schlock or a hardened atti- 
tude tow ard horror and 
exploitative erotica. You have 
been duly warned. % 


^APPEAL: Fans of supermarket 
tabloid stories and grotesque vio- 
lence. 

VPROS: Well-executed interface, 
video and music sequences. 
Convenient travel map. 

►CONS: An irre- 
deemable tabloid 
plot further marred 
by graphic, morally 
reprehensible, gra- 
tuitous violence 
and sex. The puz- 
zles stink, too. 



FREQUENT FLIER One Of the game's actual good features is a convenient travel 
map that allows easy movement between important locations. 


])iizz!cs involve finding ]xis.svv'ord.s to 
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If you play only one red RPG this year, it will have to be... . 



Fallout 

A BURPS Postnucleap Adventure 


"Fallout has everything necessary to he the best roleplaying game of all time" 

- Next Generation 




ISY GAMI2KS. KOK GAMI2RS,'“ 

www.lntepplay.com 


© 1996 Inleiploy Pcoifuftions. falloul: A GURPS Postnurleor Adventure and Interplay ore trademarks ol Interplay Productions. Alt rights reserved. 
GURfS is 0 registered trademark o( Sieve Jackson Gomes Incorporated. Used under llcenso by Interplay. All rights reserved. 


Coming Soon for 
Win 95/DOS, and Mac 
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ADVENTURE/RPG 




REVIEW • TITANIC: ADVENTURE OUT OF TIME 


QlBiP 

iHlt. .. 





Price: S59.99 
System 

Requirements: 486-66 
or better processor 
(Pentium 90 or better 
recommended), SMB 
RAM (16MB recom- 
mended), 40MB hard- 
drive space, Windows 
3.1 or better, SVGA 
graphics card, 2x CD- 
ROM drive, mouse; 
supports Windows- 
compatible sound 
cards, 
§ of Players; 1 
Copy Protection: None 
(CD-ROM must be in 
drive) 

Designer: CyberFlix 
Publisher; GTE 
Entertainment 
Carlsbad. CA 
(619) 431-4264 
Reader Service d: 318 


Sink Again 

Gameplayls Weak, But Entertaining Plot, Characters Keep Titanic Afloat 

by Robert Coffey 


n (hcniglitofApril 1-t, 

1912. thcRALSV/J/i/n/c 
struck :in iceberg on il,s 
iiuiicleii voyage, /\s the 
.sbi]5's orchestra stoically 
played “Nearer Ms’ Cod 
to I bee." lhe.sii[>]X)scdK’ 
unsinkiiblesliip went 
down off the coast of 
Newfoinidland, taking 
more than 1,250 ])coplc with it. ' lire 
Titanic, the pinnacle of trairsaflantic trav- 
d, simply didn’t have enough lifeboats. 

Titanic: Anvi'iN'ii HU': CTi/rOi'TiMi': 
opens ,sonie 50-odd years after this disa.s- 
tcr during the World War 1 1 bombings ot 
London. You arc a British .spy, recalling 
your failed mis.sion aboard the ill-fated 
ocean liner, wondering what might lia\ c 
liap]5encd if,.,, /Vs your building is 
destroyed by bombs, sou arc w hisked 
back in time to give it one more go. 

DEEP SHIP 

Unfortunately, you can do nolhing to 
prevent the eapsi/ing of the Tikiiiic, but 
your actions could change the course of 
history. As gaineplay begins, a stuffy 
F.nglisli .steward gives yon a note from 
your onboard contact, and the plot opens. 
/\p])arentK; a (ierman sp)’ is aboard with a 



► SEND HARDER PUZZLES Attractive graph- 
ics can’t disguise the unchallenging nature 
of Titonic's puzzles, Hmmm...do you sup- 
pose the wires and battery will help power 
this decoder? 


stolen, priccles.s book that be plans to 
exchange for secret Knglish na\'ai 
documents, 'ibur job: stop the deal 
from going down, 

/Vs vou explore the luxurv liner’s 
ornate rooms and sweeping deeles, 

\ ou meet and talk with a variety of 
characters, clicking on dialogue 
choices to dclemiinc coinersalion 
paths. I'Toni grim ship’s officers to 
lo\'cstnick dcbutante.s, thc.se charac- 
ters are TriANIc’s high point, supply- 
ing niosl of the game’s entertainment. 

' I he actors portraying the,se charac- 
ters provide bolb humor and pathos 
in addition to information, but they are 
jarringly animated. Instead of full-motion 
\idco, Cvbcri'lLx emplovs the same Icch- 
ni(|nc thc\- used in OliS’l: actors apjjcar 
from mid-toiso up with onlv their eyes, 
mouths and an oeea.sionai ann moving. 
Il'sdefinitelvan acquired taste. 

I'Aeiyone you meet has a distinctive 
personality and mo.st end ip playing some 
part in the game’s plot— another slnaig 
point. With elenieiils including blackmail, 
child abduction, minder and your own 
secret agent shtick, there’s ])lenty of 
intrigue, both personal and ptililical, to 
draw you in. Once the ship hits the ice- 
berg. the game lakes on new urgency as 
v ou have just a short lime to resolve vari- 
ous crises and collect the evidence you 
need to escape and change the world. 

TOY BOAT 

Unfoitunately, gamcpki)’ doc.sn’l live 
up to the game’s promising jrlot. I know 
golden relrievci's that are asked to do less 
fctciiing than you are inTiiANK:.The 
constant carting back and forth of items 
quickly becomes tedious and .sca'cs little 
apparent puqKxse other than to [jad the 
game’s fairlv’short plaving time. 

[x;.s.s than a handful of actual ]Mi/y.les 
can be found and all have been done to 



[ YOU SLAY ME Russian double-agent 
Hayderlitz is murdered in the forbiddingly 
named "electric bath,” saving himseif the 
trouble of drowning when the ship sinks later. 

death in countless other games, i can’t 
imagine anvone being stumped for long 
since solutions arc practically given away. 

I low do vou gel into the sliadvart dealer's 
stateroom?’lliere’sa repaimian right by 
the cabin door to point out the fuse box 
re.spousible for the lights, /\nd just so you 
don't ever have to figure out what to do 
next, v'our fellow spy will be more than 
hap|)y to spell it out for you. If the ocean 
were as shallow as'l'ri:'\Nlt:'s gameplay, 
the real ship would never have sunk. 

Newcomers may have a good time, 
and Titanic buffs may enjo)’ the faeloid- 
spouling “tours” included on the CD- 
ROM. but experienced gamers are bound 
to be frustrated byl’rr-VNlC’s lack of chal- 
lenge and the way it shortchanges its lively 
characters and plol.^ 

►APPEAL: Novice adventure 
gamers, Titanic buffs. 

►PROS: Engaging, ably performed 
characters; interesting plot with mu!- 
tiple endings; excellent graphics. Web 
site material 
broadens multime- 
dia content. 

►CONS: Far too 
many fetching 
chores; short play- 
ing time; overly 
simplistic puzzles. 
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01997 Xatrix Entertainment Inc. All riglits reserved. Redneck Rampage is a trademark of Interplay Productions. All rights reserved. 
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REVIEW • NOIR 




Price: $39.95 
System Requirements: 

Windows 3,1 or 
Windows 95, 486DX-66 
or better, 8 MB RAM 
(16 MB recommended), 
10 MB free hard drive 
space, 2x CD-ROM 
drive, SVGA graphics; 
supports Windows-com- 
patible sound cards, 
ti of Players: 1 
Protection; None (CD 
must be in drive) 
Designer: TSI 
Publisher: CyberDreams 
Caiabasas, CA 
(818) 223-9990 
Reader Service if 320 


Black And White 
And Led All Over 

Track Down a Missing Shamus in Cyberdreams ’ Noir 

by Charles Ardai 




I t .seems to me that mak- 
ing a niystciy game 
called Noik is a little like 
making a science fiction 
game called Sci-I 'i or 
writing a romance novel 
titled A Romance Novel. 

“Noir” is a branch of 
nnsitery fiction often 
conflated (as it is here) 
with hard-boiled dclcctis c fic- 
tion. If you choose to name your 
game after its genre, you run the 
risk of making the game appear 
to be...\vell, generic. 

It’s sort of like tho.sc canned 
foods tliat prtjliferated in super- 
markels in the seventies. "Pca-s," 
the labels read, black block let- 
ters on plain white ])a])er. "Beets.” 
“Carrots." And .so on. Honest, banl-work- 
ing labels, to be sure, but not \ er\' exciting 
ones, portending not \ cry exciting con- 
tents within. Generic foods were sold on 
the basis of economy and predictability; 
they were cheap, and from reading the 
labels you knew c-xactly what you’d get. 
Fine, ifwhat you’re talking about is 
canned vegetables. But is this w hat you 
want from a computer game? 

’ I he irony is that Cybcrtlrcams' Noir Ls a 
better game than its title w ould surest — 
but it is. indeed, generic. Vbn'se got \our 
tiled ])n\'atc c\'c, smoking and Ixiozing in 
lawdiy dives; jon’ve got s our torch singers 
and your millionairesses, your socialites and 
your toiigh-as-rivets gangsters, your snitch- 
es and your movie stars; you’ve got your 
193()s I its Angeles seenciy and your saxo- 
phones w ailing on the .soundtrack Docs 
the detective wear a trencheuat? Does he 


KEY FOR TWO Starting a game by searching through an old desk Is fast 
becoming a cliche. 


make sly \s isccnieks? Docs he ever. 

Noir is the latest in a recent run of hard- 
Ixiiled detecth’c games that .started with 
Accc.xs' Un]-)KR A K11.1.ING Moon and has 
sustained it.self tliiough last vear’s Tl IR 
DmiI: Was I .OAni'.l') from Pliili])s and 
Pi iiLii’ Marlowi; PrivaiI'’. IA 1 ' from 
Simon Sclursicr. Fach game 
tried to outdo the others witli a 
gimmick; Kll.l.lNC;MooN had 
its fluid full-motion interface 
and .science lictinn elements, 
for instance, while Pi iiLir 
K Iari.c AM', featured the prose 
of Ikmnond Chandler and 
hand-drawn art designed to 
look like a period cartoon. 

Noir’s gimmick is that it’s 
filmed in black and white. 

9 hat’s more or less it. It also has 
a nicely ciafted set of .six inter- 
locking stories, but it takes 


SIX OF ONE, 
HALF A DOZEN 
OF THE OTHER 

Private investi- 
gator Jack Slayton 
has the office 
across from yours. 
When be doesn't 
turnup for a few' 
days, you take it upon yourself to go pok- 
ing around in his dc.sk. Me had six cases 
pending when he v anished, three of tlicm 
having to do with disappearances them- 
selves; a suspicous crate has vanished 
from a Ghinatown hideout, an aging 
movie star’s prize pooch has been dog- 


OFF TRACK SETTING One Of the Six cases to be 
solved is the murder of a prize racehorse, requiring a 
nocturnal visit to the stables. 


.some time before 
the cleverness of 
the crafting 
becomes obvious, 
and 1 have a feeling 
that most gamers 
won’t stick around 
long enough to see 
it come to life. 
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Survival comes down to two things, the role of strategy. 
And the roll of the die. 

INTRODUCING DRAGON DICE ON CD-ROM. Not since the invention of the 
broadsword has there been a more realistic way to experience the pace of 
battle. The new CD-ROM version of TSR's blockbuster hit, DRAGON 
DICE, lakes you on a dangerously realistic journey into one of the most 
challenging and popular fantasy dice games ever. 

This animated DRAGON DICE adventure, begins in eons past, uhen 
the strength of the sword or the spell power of a sorcerer was the only 
difference between a glorious life, and a vicious, terrible death. 

You'll have to use all 128 of the games built-in computer dice to build 
your own dice armies, to scout enemies, and to avoid traps. Plus, each 
DRAGON DICE CD-ROM comes with a limited and collectible, TSR 
sanctioned DRAGON MASTER die. 

It's the most true-to-life dice battle of strategy you've ever encountered. But beware, because only the 
extremely talented, or the unbelievably lucky will survive. 


^ Based on TSR’s blockbuster strategy hit, Dragon Dice. 

^ Customize endless armies from every die available for TSR's orignal Dr/\gon Dice (all 128) 


^ Single player or a 4 player network mode draws you into the rich history and 
storytine of an ancient AD&D* universe 

^ BeAUTTRIL artwork and dice -•IX>Cl-IARy\CrER ANIMATION BRING THE POPULAR DICE GAME TO LIFE, 
CREATING A RICH GAME PLAYING E.XPERIENCE 

Coming soon for Windows 95*^ Download the interactive preview at www.interpiay.dragonplay.com 
Check out TSR’s DRAGON DICE game available now. 
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^CLUB 

DEAD The night 

club where the torch singer 

1 works 

is heavy into Eastern decor; but you 

won't 

1 be veiy popular here. 




I ui|)pL'(l, and a bootlc^cr-gonc-lcgit is 
l{H)lving for his w andering daughter. Hie 
other three cases are more varied; a friend 
of Sla) ton’s hired him to find out how 
much a rare Cjerman book miglil be 
\^’ort!i; Watkins Cr^'jitography hired 
Sla)'ton to test tlic firm’s securil}' and track 
down a suspected leak; and pliilanthropist 
Charles Winthrop liired him to look into 


the death of his racehorse. Pegasus. No 
way to know which case led to Slayton’s 
disappearance, so the only thing for you 
to do is start investigating them all. 

Hiis is the game's first and biggc.st 
problem. It’s good for an ach’cntnre game 
to contain multiple stories and subplots, 
but it’s bad to dump six stoiy lines’ worth of 
ex])osition in the [)la\'er's lap l ight at the 
.start of the game. It's just too much to 
absorb all at once. 1 lie game .starts in the 
most boring and conventional environ- 
ment imaginable — the detective’s mes,sy 
office — and asks you to s]iend your first 
hour or so opening desk drawers one by 
one and reading through Slaslon’s files on 
each case.l'he most exciting moment 
comes when )'ou get to use a key s ou 
stumble upon to unlock Slayton’s 
Rolodex. Kii-LiNC Moon, Pnii.ii- 
Maui, OWE, and Ti it: DA.vit; Wvs ) dmwd 
all started in w-hat w'as, for all jiraclical 
piiiposes, tlie same office. Note to design- 
ers contemplating starting their games in 


this way; it's been done. 

Wiiere do you go iicxi? Well, if you’re 
brighter than I am, yon follow' up on a 
hint in the l^ilodex and visit the apart- 
ment of loan I ,iil'’ontaine, Slayton’s girl- 
fi'iend. If you tiy' going an)^^'here else 
(either by walking out the front door and 
down LA’s mean streets or b\' choosing a 
location from a ma[) in the office), you're 
likely to hit a lot of locked doors and dead 
ends. Wdiile the cases can nominally be 
investigated in any order, in practice you 
often can’t v'isit certain locations until 
you’\'c made progress at others. 
Unfortunately, the part of the game when 
it is hardest to make progrc-ss is the \’er\' 
beginning. 1 spent several hours wander- 
ing aimlessly around empty locations 
before 1 found one that let me get .started 
on a case. 

/\s you progress, the bottlenecks 
become fewer, but the cmjit)' locations do 
not— and this is Noill’s second big prob- 
lem. Great still photos of jieriod locations 
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nia\’ make good background art, but tlie\' 
do not make a good game. In far too 
many of flic game’s locations there is 
nothing for you to do except exit, often 
onto a screen that itself offers similarly lit- 
tle to do. The game’s dLsorienfing naviga- 
tion .scheme doesn’t help: most scenes 
contain too few' \isual links between one 
\iew of a scene and the next forpkn ers to 
keep their bearings as fhc\’ move around, 
wliile .some ])er\ ersely slow down the 
action bv throwing in extra steps betw een 
two locations. (When trxing to enter a taxi 


or a bus that's light in front ofvou, vou 
sometimes have to click on it four times 
before the game, which has been inching 
you forward in baby .steps, allows you to 
get inside.)’! lie net re.sult is a lot of turn- 
ing in place and getting lost, mostly on 
silent,, si, ilic, black-and-white .screens. 

I [ere and there arc\idec) interludes 
triggered b)’ your actions, and some of 
these arc‘ cffectixc. ikit thcvarc too few 
and loo sporadic, 'I hey are also ton ob\i- 
ous; easv jokes, familiar situations, .scenes 
x'ou’ve .seen a Ihonsand times before. 

THE PLOT THICKENS, BUT TOO LATE 

Wliere the game stops being obxious is in 
Ibe interlwining of its stories. 'I he bootleg- 
ger’s wandering daughter turns out to be 
eoneealing ail affair with Watkins, thcciyp- 
lographer, who in turn has.sirmething to do 
with the Clermaii hook that ended up in the 
hands of Shnion’s nos clLst buddv, Mav-Xiid 
w ho do \ ()u think penned tlie sercenplav for 
the dog-lo\iiig mo\ie star’s biggest hit? i\ lav 


’tes, after vonxe pounded the pave- 
ment for a while, knocked on a lot of 
doors that remained sliut, and gotten 
thrown out of more joints than yon can 
count, the stories begin to come togetber 
in a, satisfying way. Hut il’stoo little too 
lalc-'lhc ganieplay remains a chore, the 
w riling and acting ne\ er rise above the 
level of a B picture (ihoiigb the plotting 
doe.s), and the whole enterprise smells 
musts’ as a molliballcd fedora. % 


^APPEAL: Fans of old detective 
flicks may get a charge out of seeing 
a game done in black and white. 


^PROS: If you stick with the game 
to the end, the plotting will surprise 

you with its cleverness. 


^CONS: The 

unwieldy interface 
and blandly famil- 
iar situations 
practically guar- 
antee that you 

i 

★ 

won’t stick with it 
to the end. 

a 

A 
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Price: S49.95 
System 
Requirements: 
Pentium 60 or better 
processor, Windows 
95. 8MB RAM, SMB 
harddrive space, local 
bus video with 1MB 
RAM compatible with 
DirectDraw 2.0 or 
later, 2x CD-ROM 
drive, Microsoft-com- 
patible mouse, 
SoundBlaster-compati- 
ble sound card. 
# of Players: 1 
Protection: None {CD- 
ROM must be in drive) 
Designer: James 
Yokota 

Publisher; Trilobyte 
Medford, OR 
(800) 96-TBYTE 
Reader Service if: 321 



Scotch Whimsy 

Scooby-Doo Meets The 1P Hour In Trilobyte’s Scottish Cartoon Tale 

by Robert Coffey 



li;it do you gel if 
you mix Safiirdu)' 
morning cuitooii 
aninicition uilh llic 
eerie bul beiiiiliful- 
ly rendered en\'i- 
roiimeiUs ofTni'; 
T'^'CllKSTiind 

Tiif,1P"IIoiik:’ 

Soinelliingveiy 

much like CL\NDl'LS'nNT.'lnlob\te's weird 
and uneven adventure gamc/interactive 
cartoon that nuxesi tniditional 2D anima- 
(ion wilh pholorealistie 3D backgrounds. 
Cl ANDCSilNYs creators deserve credit for 
trying to shake up tlic traditional horror 
piix/ler, but this effort never t|uite pulls if 
together; it is hampered by limp gameplay 
and altcmpl.s at humor that often fall flat. 

Cl ANDies'liW casts \ou as /\ndrcw 
MePliiles.a meek,'\mcrican and last heir 
to the McPhilc,s elan of Scotland. 
Summoned to Scotland to claim your 
legacy, you’re faced with dispelling the 
cur.se that has plagued 12 generations of 
vour heretofore unknouai famil)'. 

ClANl^FSTlNT’ borrows heavily from 
other game.s. including using the mouse- 
driven interface from T 'l lE 1 1 ' i lot'll 
though the beckoning skeletal hand of 
that game seems oddK' out of place here. 

'Hie co-opting of elements frmn other 
games wouldn’t be .so bad if something 
new' were done w ith them. At the very 
least you’d hope that throw'ing cartoon 
characters into the genre of stuffy .self- 
iin])ortant adventure games would result 
in some poiiited satire. Wlio doesn’t want 
to .sec Sam and Max let loose in lire 
poni]K)us w orld of N h’SI? But Cl\.n- 
DluS’llM' passes ii[) tliis golden opportunits’ 
in fa\ or of rloing a Scooby-Doo cpi.sode 
w'ilhoul the laughs or the great dane. 

It would be easy to overlook tliis .short- 
coming if Cb'uN'DESTiNi''s gamepla)’ w'erc 
strong, but it isn’t. ClAN'DF , stint uses the 


same mixofpuzy.les and riddles featnied 
inT’HF IP" 1 iouii All \T)nr()id favorites 
arc here; the coin game, the word ina/,c 
and two slider puzzles. And don’t worn, 



[ CLICK, CLICK, I'M DONE Even on the 
highest difficulty setting, most puzzles, 
including this slider game, are a cinch 
to solve. 

'1 filobste’s old stanclbv', the knight ]xiz/Jc, 
is liere as well, only with dinner plates tak- 
ing the place of chess pieces. Anyone will- 
ing to a,ssist me in stealing all the chess- 
boards from I’rilobvte's offices laic some 
night, please contact me via CCW. 

/\nother big problem is that it’s just too 
cas\’; the game’s three diffieultv settings 
arc basically moot Should you run into a 
problem, the online hint svsteni will bla- 
tantly nudge \'ou toward the answ er or 
ev'cn solve the puzzle, all w'ithoiit ]icnalt)'. 
Absolute beginners may welcome the 
eff()rtlc.ssncss of the cluillenge.s, but .sea- 
soned gamers are bound to feel ebeated 


as they charge right ihroiigh the game. 

Cltn’DFSTIN'v’s art is lop-notch, w ith 
castle rooms .sporting the same cvc-calch- 
ing attention to detail that distinguished 
Ti IF 7"' Glifst and 'I’l IF If"’ 1 louii 'Hie 
animated cut-scenes may lack an\’ unique 
.sen.se of character, hut tl icy are a dead-on 
re-creation of the Manna [3arbera .st)'lc 
both in look and voice-acting. 

In the end, there’s not a lot to .say about 
Cl ANDIiS'llNV, if only because there’s so 
little to it. Newbies tentative about gam- 
ing may enjoy it, as ma\' kids, tliongh 1 
doubt many kids arc going to get jokes 
will] obscure references to Men Wltlionl 
I lats’ "Safet)' Dance." Despite its quality 
production value.s, ClANDFS'nNT’ just 
doesn’t amount to much. 


^APKAL: Novice gamers and car- 
toon fans; anyone who thought The 
11^** Hour wasn’t cute enough. 
^PROS: THIobyte's usual high-quality 
graphics; tanimation and voice-acting 
that re-creates that speciai Scooby- 
Doo feel. 

►COt4S: Easy 
gameplay, lifeless 
humor, a wasted 
opportunity to 
either satirize or 
do something new 
with the genre. 
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Enter a severely fractured fairy tale. Discworld'- II 
Mortality Bytes is the graphic adventure with cheek. 

Over 100 hours of 
hilarious game- 
play immerse you 

in a bizarre realm where dozens of bawdy 


on holiday. And the hapless magician Rincewind 
must find a way to restore order in the world. You'll 
be dazzled by 25,000 cells of hand-drawn 
animation. You'll be delighted by the fiendishly 
clever puzzles. You'll be deeply offended 
by the vocal stylings of Eric Idle. Discworld II: 



characters face life without 
Death. Yes, Death has gone 


Mortality Bytes. It's magical. 
It's enchanting. It's sick. 


jDlscwDrlil il.[ It-at'iurivs tlip ynice ol ,[irir idlr, 
former star ol lytojily-somelliing-or-ollmr. j 




Discworld II ©1996 Peileci Ermnainmeni Umitefl all tiglils issentd. PuOIistied uridsr eicliaive laans! by Psyjriosis Lid Psyowsis "'bod Itie Psygnosis logo ais Itjdetraiks ol Psygnosis ltd Tin ralings icon is 2 ItjdEmaritol Bi« IriifrjctivE Digital Soltwaie AssKulion 
Anyang all original and 1 or Oistirtclive cluraciers. leaiwes. likenesses amt element aotrearing in Itie DiscwoiB senes on wtncti ihis oroduct Is tased are trademarks andOTerry and lyn Pratchelt. ‘Dtserrottg' is a trademark teg^lered by Terry Pratclietl. 


CIRCLE READER SERVICE #288 




ADVENTURE/RPG 


-A-k-k 


REVIEW • TIMELAPSE 




Price: S69.99 
System 
Requirements: 
486DX2/66 or belter 
processor, Windows 
3.1 or later (Windom 
95 recommended), 
SMB RAM (16MB rec- 
ommended), 16MB of 
RAM. 50MB hard drive 
space, SVGA video 
card, 2x CD-ROM 
drive, mouse; supports 
16-bit Sound Blaster- 
compatible sound 
cards- 
a of Players; 1 
Protection: None (CD 
must be in drive) 
Designers: Ed Deren, 
Lori Nichols 
Publisher: GTE 
Entertainment 
Carlsbad, CA 
(619) 431-4264 
Reader Service H 322 


Glyph Notes 

Timelapse Is Just Another MYST-Conception 

by Robert Coffey 


know this may. sound uncultured, 
hut all these Mn^lish arl-hou.se 
filnw about heaulilul people sensi- 
tively .suffering are slarling to gisc 
me a ea.se of nenoiis distemper. 
M)u know, lho.se mo\ie.s featuring 
\'ast dewy lawns, slunning pciiod 
costumes, and lsmuia'niomp.son 
ai lfiilly slifling her feelings. Pretty? 
C’ertainly. Intelligent? Sure. But 
do you find yourself silenlly wishing for 
.someone to get medieval on I high 
Grant's a.ss? It’s as if "adult” and “entertain- 
ment" were mulualiy exclusive terms. It's 
a problem M'i\l bad and one that 
'i'lMia. VI’S!',, a M'lXl'-waunabe if ever there 
WHS one, .shares. 




PARADISE LOST 

’ 1 'iMi'.i Ai’.si': pi ils y( III ii 1 1 1 ie shoes of an 
archaeologist searching for his lost men- 
tor, Profe.ssor Alexander Nichols. It seems 
the good professor finally found evidence 
to confirm his theories concerning the 
lost civilization of Atlantis and ils extratcr- 
re.strial visitors, 'lb find Nichols you’ll 
time-jump through the dead,.Allanti,s- 


W CROCODILE BLOCK A few action elements 
I liven up gameplay, but most, like this croc- 
I odile, pose no real danger 

influenced civili/ations of the Paster 
Islanders. Pgyptians, Mavans. and /\nasazi 
before reaching the sunken citv ilsclf. 

Pacb ofihe de, scried cultural hotspots 
is rendered in gorgeous ray-lniccd graph- 
ics. While Mvs'i set the standard for such 



hyperrealislicart, 

’i’l.\il''.i.\i‘Si'; rafses 
the barwilh rich, 
crisp images that 
posiliv civ shimmer. 

'Ilie graphics are .so 
unifoniiK'lush that 
even (he dirt looks 
prctty.’l'iMi'iAi’SI': 
further enhances ils 
full-screen graphics 
with moments of 
occa.sional move- 
ment. unlike .VlVST. 

Water splashes in 
the odd rock 
crevice, monkevs dart ihrough an aban- 
doned temple, and a sc|uirrcl aeluallv 
leads you to one clue. If the .screens had 
been smooth-scrolling, instead of the 
stei>by-ste|5 slide-show variety, il would 
have been really im])rc.ssive. 

i'\n important tool for solving puz/lcs is 
your camera, e.s.senlially a limited screen- 
capture device. Many of the ])uyyle.s 
hinge on cros,s-refereneing various .sviri- 
bols, mo,st too complicated to sketch on 
the lone piece of note paper [)ro\ided 
with the game. It’s a useful feature that 
w ould hav e been more useful with a larg- 
er lens — a number of the clues arc too 
big to be caught wilhin the camera’s 
rcstricled frame, 'ibii'll also have access to 
the niLssiug prolessor’s journal which, 
while basically a plot aecounling, does 
hav e some |)roblem-soKing information. 

'ib succeed iu 'I’lMh;! AI“SI’;, y ou're going 
to .spend a lot of lime decoding petro- 
glyphs, hieroglvphs, cave glyphs and other 
glyplrs. /Ml are v cry logical and fairly chal- 
lenging, but the prc|X)nderauce of .symbols 
can leave you feeling more like a translator 
than a gamer. 'I he Paster Island and 
Pgyplian portions ofTiMh;i .M'S!'; deal with 
.such pu/zlcs almosl exclusively, 'lb be fair, 
other challenges gel thrown in, including 


.some veiy limited action elements that 
make for an cnjt)yablc div ersion. 

TimI':iaI’SI:’.s |>lot is promising, bul 
because it’s ladled out ihrough tedious 
journal entries and stagnant video recila- 
lioiis, it really doesn't drive tile game 
beyond seiMng as an excuse for the pu/.- 
zlc.s.'lhe cosigners’ inspiration apparentlv 
got irscd up on the pretlv pictures. 

Ultimately, 'riMIvl.M’SI': is a pleasant if 
unremarkable diversion, the Merchant- 
Ivory version ofaconi|)nlergamc. With 
stunning artw ork and a nevv-agey sound- 
track, ’l'lMl''.lAl’.si-; tries hard to exude 
“c!a,ss” al ihe expense of plot and originali- 
ty. I ,ike its oi)\ion.s role model MlKl', il 
may appeal In casual gamers and couples 
on a firsl (and probably last) date. I lard- 
coie adventurers si loiild .skip it. % 


^APPEAL: Myst fans, archaeology 
buffs, those who frown on Duke Nukem. 

>PROS: Beautiful graphics; logical 
puzzles of varying difficulty. 
k^CONS: Plot is 
nearly irrelevant 
until the very end; 
glyph and symbol 
puzzles grow 
repetitive. Just not 
very original. 
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A whole new way to get the most exciting CD-ROMs - 

games, reference, edutainmenl and more - all at great prices! Just write in the 
selection numbers of the 2 CD-ROMs you want for $4.95 each, plus shipping and 
handling. In exchange, you agree to buy 4 more CD-ROMs in the next 2 years, at 
our regular prices (currently as low as $29.95. plus shipping and handling) - and 
you may cancel membership at any time after doing so. What's more, you car gel 
one more CD-ROM right now for the low price of $19.95 and have less to buy later 
(see complete details in coupon). 

Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 
limes a year) reviewing our Featured Selection - plus scores of alternate choices, 
including many lower priced CD-ROMs, And you may also receive Special Selection 
mailings up to (our times a year. (That’s up to 17 buying opportunities a year!) 

Buy only what you want! Ityou want the Featured Selection, do nothing - 
it will be sent automalically. If you'd prefer an alternative selection, or none at all, just 
mail the response cardahrays provided by the date specilied. You'll always have 14 
days to decide; if not, you may return the selection at our expense. 
Money-Saving Bonus Plan. If you continue your membership after 
lullilling your obligalion, you'll be eligible for our generous bonus plan. It enables you 
to enjoy great savings on the CD-ROMs you want - for as long as you decide to 
remain a member! 

10-Day Risk-Free Trial. We ll send details of how Columbia House CD-ROM 
Direct works along with your introductory package. If you're not satisfied, return every- 
thing within to days at our expense lor a lull refund and no further obligation. 

Act now, membership in CD-ROM Direct may be limited. 

For faster service, use your credit card and call us toll-free 24 hours a day, 

1-800-792-1 OOO^sT 

Check us out online! For more titles.. .to order.. .or for more inlormation. 

http://www,columbiahouse.com/cdrom 


["Columbia House CD-ROM Direct loomington, IN 47404-149ll 

Yes, please enroll me under the terms outlined in this advertisement. As a member, I need buy just 
I 4 more CD-ROMs at your regular prices within the next 2 years. 


Send my CD-ROM selections tor: (check one only) 

Send me these 2 CD-ROMs for just $4,95 each r— 
plus $1 ,75 each shipping/handling (total S13.40), [_ 
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Write in the selection #’s below 


Buy your first selection now and have less to buy later! 
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D Charge my introductory CD-ROMs and future CD-ROM Direct purchases to: (BYY/BY2) 

D MasterCard C Diners Club CH AMEX [H VISA D Discover 
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City State Zip 

Important! Did you remember to choose PC or Mac? Will your selections run on your system? 

Nole: Columbia House reserves the right to request additional information, lo limit membership or reject any 
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Alaska, Hawaii, Puerto Rico, U S lortiiorids, APO and FPO addresses please write lor separate offer. 

Applicable sales lax added loan orders. 973G1 [i^ ®1997 The Columbia House Company 
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Price: $54.95 
System 
Requirements: 

Pentium 60 (Pentium 
90 Recommended), 
8MB RAM, 20MB tree 
hard-drive space, 
SVGA VESA local bus 
graphics card, 2x CD- 
ROM drive; most 
major sound cards 
supported; most major 
game pads and joy- 
sticks supported. 
Protection; None (CD 
must be in drive) 
Designer: Core Design 
Publisher; Eidos 
Interactive 
San Mateo. CA 
(415) 513-8929 
Reader Service it: 323 




Dance 1b This 
Tomb 


w UNDER THE SEA Tomb Raider’s graphics and environments are rich; underwater effects 
I are amazing, and no still screen can convey how smoothly Lara moves. 


Tomb Raider Is Novel 
And Gorgeous 

by Peter Olafson 

N o doubt aboiilit;I;im 

Croft is tills year’s girl. )u.st 
wlienyou thoiiglit >D 
games were pcmiancntly 
connected to your gag 
reflex, I'iidos InkTaetivc's 
T o, MU IImiiI’IR comes along 
and makes it ail feel fresh 
and new again. It’s effec- 
tively a 315 cousin of 
Broclerbiind’s venerable platfonner 
I’kincI:; of Pers 1 /\. You’ll send the athletic 
aristoerat-fumcd-advcnturerninning. 
jumping, climbing and .swimming her 
leggy way through 15 immense an<l gor- 
geous levels across four worlds. 

The core game Ls simplicity it.self. You 
ase the keyboard to command this fluidly 
animated amalgam of textured poh gons 
as she plunders antiquitie.s, dispatches a 
range ofwitlcs.s (but unfailingly aggre,s.sive) 
creatures, throws switehes, jiushes and 
])ull,s great stone blocks, solves object-ori- 
ented pu^y.les and at length makes her 
w'aj’ to the exit, where \’ou're gis’cn an 
assessment of take-downs, secrets found 


and time invested. At epfsode’s end, there’s 
a pleasantly rendered stoiy' .sequence. 

A NEW LOOK 

'This isn't another first-person shooter. 
Tomb Rmdfk's played in the third person, 
and that instantly gives it personalits'. 

Lara’s at center screen sirtually all the 
time, whether sf lolling or doing a side- 
ways somersault, giving TOMB IlMDFRa 
human presence. 

Tliat may also affect how vou play. ! 
found hasinga person in the game made 
me more cautious and protcc- 
ti\ e. 1 wasn’t just controlling 
I ara; 1 w as looking after her as 
w ell. Bill that’s also a function 
of the game’s realistic environ- 
ment. ToMB R\IDI';r looks 
speetaeiilar, and never moreso 
than when it is offering up vast, 
open architectures with wild, 
rough edges; pools whose 
depths can be plumbed; ledges 
that can be grabbed on the fly; 
ris'ers that whip you over wiiter- 
falLs; collap.sii ig chambers; 
columns that look like 


columns; w'all canings that must liai e 
been drawn from life. These environ- 
ments could almost be plucked from the 
rendered animation. 

It’s a .sense that only blos.som.s when 
plaving with the enhanced clarity and 
dc|)i!i awiilable with a 3D accelerator (I 
tried the game on an Orchid Ihghteous 
3D card with the 3Dfx part). The game 
just lights up. 

You’ll be delighted to find how much of 
that world is accessible. The levels have 
been designed in intricate detail, w ith 
platfomis and surrounding rockv outcrop- 
pings .set at various tempting heights and 
angles. DLscoi'cring what \ ou cannot 
reach is almost as fun as discovering what 
you can. In T’omb RmdI' K it’s not winning 
that’s the mo.st fun; it’s simply getting 
there. 

Often, you won’t get tliere at all. failure 
in the.se leaps of faith may leave 1 ara in a 
crumpled heap at the Ixitlom of a cliff 
face. (Death isn’t a gorc-fe.st in Tomb 
RmpIsK, but it hits you squarely in the 
heart. \V!ien she drowns, you can almost 
feel her body contort in its stru^le for air.) 
Success may take you into one of the 


► THE INDOOR SLOPES The levels in Tomb Raider feel 
I cavernous and vast, and you'll have fun plumbing 
! the depths of these dungeons looking for artifacts. 
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game's secret areas — each level iiasa 
handful— where you’ll find ammo for the 
game’s acKanceci wea[K>ns or first-aid kits. 

Tliis is not to s;iy that TOMB RMDRRis 
ideal. ’Ilie game engine has some quirks, 
the conce])t some limitations; developer 
Core [Resign will neeri to address both if 
the sequels— two are in the works— are 
to cement 'I ’R’s status as a classic. 

'Hie camera angles are an occasional 
jrroblcm. Wliile the camera reacts dynami- 
cally to setting and circumstance, it hpical- 
!)’ follows the heroine by a few' paces. In 
tight and twish' places, this sometimes 
means that .suimunding scener}’ slips 
between }ou and the \oung woman, and 
you can’t see her at all. Moreover, the cam- 
era ]X)sition is .subject to the same con- 
straints as Ijra herself— it can’t move out- 
side the level’s walls— and this can lead to 
some bad momciiLs in combat when Lara’s 
back is to the wall and the camera swivels 
to show' us Lara herself, neglecting to show 
the lion or bear she’s fighting. 

Sure enough, the game enables you to 
look in any direction with a ke\pad 
combo. 'Ihat’s very handy for finding 
secret areas, caleulaling jumps or just get- 
ting \our bearings. But it's effective onl\’ 
W'hen Lira’s at rest. (You can’t change 
your view and fire at the same time.) In 
back-to-the-wall situations, the game 
should be a bit more forgiving and adopt 
either ovcr-the-shoulder or top-down 
views. Merc, the engine’s getting in the 
way of the game. 

Clipping or collision detection is off 
throughout. Mo.stoflhe violations are 
minor— Lara’s leg disappearing briefly as 
she brushes an adjacent stone block isn’t 
likely to send people back to the shops 
waving their rcceipts—butstill annojing. 
’^iliere are moments here and liiere when 
this threatens to puncture the suspension 
of disbelief. At one point, you iiave to trig- 
ger the fail of a great hammer, which in 
turn knocks loose a pair of large stone 
blocks, w'hich have to be used as steps to 
make ]3rogress. I pushed one of them into 
the hammer’s head. Not up against it. Into 
and through it. 

'^Hiat said, I didn’t find any crash bugs. 
But 1 did come across a glitch. Swimming 
against the current under water in a fast- 




► OUR KINDA WOMAN Many Of the creatures you’il encounter are 
aggressive monsters, but Lara knows how to handle a variety of 
weapons. What a babe. 


flowing river in 
the Lost 
Valley— not 
exactly pushing 
the boundaries 
of what the play- 
er might be 
exijected to 
do— I found 
that, upon going 
over the falls, 

Liira was tele- 
ported to the 
ceiling and 
dropped into 
the fop of the 
falls. Ver)' weird. 

'llie auto-targeting meciianism is 
another sore point. When her guns arc 
drawn, Liira will automatically target the 
nearest available enemy. Now, leaving 
aside the is.siie of w'heflicr .she should be 
doing the targeting for you— sliades of 
Descent IFs annoying Guidc-Bol — 1 
found this tended lo spoil the game’s .sur- 
prises, lire aufo-targeler routinely noticed 
enemies before 1 did and gave il awaj' by 
shifting lira's aim a])pro])rialel_v'. Wlio’s 
plaving the game here? 

I also found 'I'OMB Rmdkr loo eas)'. I 
got through half of the game without ever 
needing to use anything other than the 
starting weapon — tw'in pistols- and I 
have an effectively itievlianstihlc .supply of 
first-aid kits. 

If you tlirovv a swilcli and the con, se- 
quences aren’t local to tlie ])layer, a c|uick 
cut-scene displays the re,sulls. Shouldn’t 
that be up to me to discover? 

Innally, the designers need to watch 
their pacing a bit. 'niiiigs sfart brilliantly 
with that 'l-Rcx on tlie third level, but the 
first episode ends with the Tomb Rmder 
equivalent ofjetlim Clampett.niegame 
has some relatively low-key .slretche.s — 
including mucli of the second episode — 
and needs lo belter punctuate the levels 
with similar .spectacles, (By the .same 
token, the secret areas ought to be more 
compelling, IiTI'omb Rviokr, they’re just 
item caches, not quite as interesting as the 
Duke Nukicm 3D movie and 'I V spoofs.) 

It may sound as if I'm down on the 
game. l'mnot.ToMB Rmhi k's appeal is 


[ CRETACEOUS PARK The pacing isn't 
ideal. You face the awesome enemy T. 
Rex on level three; after that, the crea- 
tures seem dull. 

substantial, and il endures, Ifl hadn’t 
enjoyed it so much, I wouldn’t care so 
much about the fine points. NMieii a 
game’s a short walk from real greatness — 
and T’OMB Raider is tottering on the 
brink — its few miscucs arc that nuieh 
more noticeable. With a touch more pol- 
ish, this would be Mall of Fame material. I 
expect no ie.ss from TOMB RaIDI'IR 1 1. S 


^APPEAL: Action gamers looking 
for a different perspective and lots of 
arcade and shooting action. 
kPROS: Gorgeous graphics, fluidly 
animated main character, good level 
design, realistic environment and 
actions. 

kCWS: Clipping 
problems; bad 
pacing; camera 
angles sometimes 
get in the way of 
action; auto-tar- 
geting is too-easy. 
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_ ■PLfjygff-C aNTf^OLL.f^gLg UNI T 

Give specific orders to each unit, osternine 
each unit's behavior In coNbat. elace a unit 
on sentry duty or have It harass the eneey. 
preset conpLex pathuays and waypoints to 
coordinate several different attacks all at once. 


e.eT_T.Le G.e aij.biiD_R£.e.L.i3 jn 

Hide units behind hills or In dense forestsJ 
cUnb to higher terrain to Improve yoiir Vlou 
of surrounding territory. Realistic terrain 
dynamically affects unit noveaent, so units mov 
faster downhill and slower through suanps. 


R.e V.D L U T.1 O N HgY .g.-E.B-T.U.g.gg 

create your own naps and nlsslons with ' 
the advanced construction kit. create multiplayer 
alliances on the internet by sharing resources, 
units and Intelligence, other features Include 
gigantic playing naps and never-before-seen units. 
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ratUtered Cradesark and oark iteijn; Tha Future or uar 
All other tradeaarks and trade naaee 


) tradeoark of ectlvislon, me a 1997 Activ 
the properties of their retoectuo suners. 
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Price: $39,99 
System 
Requirements: 
Pentium 90 or better, 
16 MB RAM, 80 MB 
hard drive space, 
SVGA graphics, 1 MB 
VESA or PCI video 
card, 2x CD-ROM 
drive. Windows 95, 
Windows 95 compati- 
ble mouse, Sound 
Blaster compatible 
sound card. 
# of Players: 1-4 
Protection: None (CD 
must be in drive) 
Designer; Wiz Bang 
Publisher: Activision 
Los Angeles, CA 
(800) 477-3650 
Reader Service it: 324 


Extra Points 
For Violence 

Activision Hammers The PC With A Brutaity Pm Action-Sports Game 

by Peter Olafson 



hLsimisI be what people 
mean when tliey talk alxiut 
“blood sporLs." Activision’s 
I IypkuBiaoi; is lacro,s.sc 
plaved inside a blimp in 
which the criminal code has 
been si!S])cnded. ,'\n\lliin^ 
goes in this Windows 95 
sport, Kver\lhinggoes. Ifyoii 
can't win, yon've ])rol)al)Iy not 
being nitble.ss enough. 

'llic object of this 2lsl-centiiry pas- 
time— a 3D descendant of the liitinap 
Brothers’ celebrated Si’i'.i’a^iVM ,i , 2 — is to 
iKsc your (wo fonvards to tlirow a glowing 
sphere called a “rok” into the opposing 
goal at the far end of tlie blimp and hel]) 
your goalie (who’s on automatic) to keep 
it out of\ our own. 

'I be keyboard controls are dead sim|)le. 
You can .switch between tlic.se 
'Ifansfonner-like polygonal figures, make 
.substitutions, pas.s, break into a run, jump 
and fire off two different bpes of.sliot. (Be 
advised: the goalies are good.) And if tlic 
third-person point of view' feels a little 
strange — it’s easy to fee! discomliobulatcd 
at first —you cau check out a rcar-view' 
mirror to get your liearings. 

BLOOD AND GUTS 

’ibu can also altack.'lliat’s perfectly 
OK. 'I here’s no penalty box. Indeed, tlie 
game hands out silK' trophies for this sort 
of thing. Do enough damage, and the 
opposing plavcr go down for (he count 
and the game will diligently reiJort 
specifics of any damage you’ve wronght. 
Fractured skull. Sevcied lironchial arterv'. 
Shattered tibia. Tliis w ill eventually come 
as music to your ears. 


Want to cut an opponent's head off and 
throw it in the goal? Pretty brazen, but 
that's OK too. Never mind about all the 
leaking blood. In fact, it’s more than 
okay— it's worth /bur t/nic'S' the normal 
points and, as the docs blithely oixserve, 
"it’s a great w-ay of intimidating the oppo- 
nent." 

In fact, want to just kill off the whole 
other .side? Co for it. If you kill all four 
oppo.sing for- 
wards— two 
.starters and 
two.suhs— 
and then .score 
a goal, you’ll 
win under the 
league’s “Wipe 
Out Rule." 

Small sur- 
prise tliatlhe 
playfield is 
more like a 


minefield. In the 
12 unique dromes, 
)ou’il find barri- 
cades (which can 
be vaulted), sharp- 
edged turnstiles 
(which are hanch’ 
for cutting off 
elo.se pursuit), 
ramps to launch 
long jumps, multi- 
pliers which 
enhance the value 
of a goal; treacher- 
ous gates that are 
bisected by lasers; 
(lags that activate 
“spedaLs;” and an 
armor)’ where )’ou can collect a mine that 
will send o])ponents Using or a weapon 
that will stun them. 

But it’s important to note what the 
designers hcri'en’t done, 'lb paraphrase the 
manager from Bull Durham, this is a sim- 
ple game: you ihrow' the rok, you catch 
tlie rok, you rip the other guy’s anns off 
andsleal llie rok. 

It would liave been veryea,s)' to over- 








SPORT SIM UIITH R 
DISTINCTLVUIOLENTFLRUOR. 


No rcfereos. No rules. In this league It's 
pummel or tie pummeled, beat or be beaten. 
Vour challenge Is to guide a siK-man team 
through a gauntlet of IS international 
teams in practice, league or cup play. 


Ihe tirsi futuristic sport sIm to deliuer 
ultra-realistic game play uiilh full sports 
management capabilities. Crush the life 
out of your opponents from multiple camera 
angles uiith full multi-player capability. 


Torment your opponent and score goals 
with special combat moues and power ups. 


PROirdarenAi. aKuriiERutiHO 
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The creators of DUKE DUKEm are back. Bigger. Better. Berserker. HhartoiiJ UJarriDr is coming to the belly 
of the East spreading ninja charisma like napalm. Undead sumos must be uzied. Satanic samurai must be 
shurikenned. Bulldozers must be boarded. Freaks must be flattened. Geishas must be goosed. Enemies must 
be disembouieled and gore uieapnns must be gotten. Enter the uiorld's most aduanced 3-D enuironment... 
and make gourself some sushi. Shadouj UJarrior. ake the gore into your oujn hands! 





Tanks, loyiide 'em ur trash '{fml 




^ barrel rampage in riiams-mrer-rooms. 


DUKE nUKEID 3D 


lt’5 3 l)P3rt,„ • 
it’5 3 lorapon,.. 
it'5 %3(loiii IJ)3rrior 





developed by 



www.3drealms.com 


^^GT/nte, 

SoHwan 


GT /nteractfvB 
Software 


www.glinlerac1ive.com 


Shadow Warrior"' © 1997 3D Realms Entertainmenl, Inc. All rights reserved. Puhlislied and disiribuled by GT Inleracllve Sollwate Corp. 
TEN'" and Ihe TEN'" logo are trademarks ol the T.E. Network, Inc. All oilier trademarks are the property ol Iheir respective companies. 
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REVIEW • HYPERBLADE 



► OFF WITH HIS HEAD Violence is your number one goal in 
HyperBlade. The more bmtal you are, the more points you 
score. Decapitate someone’s head and chuck it into a goal 
for bonus points. 

compliciifc I-lvi’i;i(Bl.\ni'; willi a clutter of 
features, and (hat hasn’t ha]3pene<l 
(lliough 1 suspect it was a iicar-rni.ss). 

'nicy’vc made it just complicated enough 
to keep things interesting, and left it basic 
enough that it feels fresh and classical. 

'ilrey also haven’t gone for glitz over 
gameplay. F,ven with hi-linear filtering 
and texturing enabled, the polygonal 
dromes are relatively |)iain to look at 
(though (hcv’rc v'Ciy shaqily rendered — 
cspccialK’ on machines with a sD acceler- 
ator). Tine appeal’s more in the .smooth- 


Unlocking The Secret Teams 


T here are two secret teams in the game, a 
Jamaican team and an absolutely brutal 
team called Nemesis. Both can be 
accessed by typing the code "SHIUN." 
Once that’s done, you'll have enabled both teams. 

The Jamaican team is fast, but weak. Their asset is 
their speed, but they do very little damage and rarely 
deliver good hits. Attack the Jamaican starteis brutally 
and try to get them out of the game. Then, rack up the 
goals in the second half and pl^ keep away with the 
sembs. 

The Nemesis team is a much more difficult challenge. 
They are fast, strong and brutal. The best w^ to play 
against the Nemesis team is to attack them before they 
attack you. Beat on them constantly and rotate your 
bench frequently, because the Nemesis team will 
undoubtedly get many good licks on you, and each 
attack that connects will be vicious. Also, try not to hold 
onto the rok for too long. Keep passing it, because if 
you don't, the unlucky pl^er stuck with the rok will get 
smashed repeatedly. 


ness of (he movemeiil, 
the persuasive gravitv' and 
tlie emphaticuess of colli- 
sions. 

It also would have been 
easytosofteiuip that 
game's macabre edge. But 
Ivi-KkBiadI'; makes 110 
apologies. It offers no dis- 
claimers, ' llic game's cre- 
ators liave given them- 
selves enlircK' to (his 
aksurd, gniesome .sport. 
(Iheone overt compro- 
mise to ])arental a|)[>ro\al: 

You can (urn offthc"bru- 
talih' k" at the options menu.} 

Like all good simple games, it’s cusy to 
pki)- but hard to play ss'cll. If you lose at 
the training level, you’ve forgotten to turn 
your monitor on; this is an 
opportunitv’ to leani the 
ropes and feel like an 
expert. (Hie op|)o.sition’s 
just going through tlie 
motions.) 

At the Pro level, vou'll 
learn you are mort.'iL And 
at (lie /\11-Sfar level, cser}’ 
second of simple posses- 
sion will .seem a triumph, 
and the head that rolls the 
farthe.st will be thine own. 

E\'cn the op|DOsing goalie is 
a serious son of a bitch. 

Stand too elo.se to him, and 
he'll skate down from his 
perch and flattenyou— and hang around 
to kick you — whethervou have the rok or 
not. 

TIME OUT 

Complaints? A few — but not (he ones 
you would think. (1 don’t iiiiiid (he s io- 
lenee; it’s icing on the cake.) 1 don’t think 
the designers went quite far enough. 

For one thing, league play isn’t support- 
ed, You can set up exhibition malchcs 
between any of a dozen teams— from 11 
major international cities and (ahem) 
lz;eds— or mn a gauntlet of the I i other 
teams. A. seasonal schedule would have 
giv en the game a longer life. (Can’t \ ou 
just see the stat compiler catcgories?'lop 


Ten Siib-Diiral Hematomas, ratios of 
bones broken to broken bones....) 

’I he multiplayer inode is aimed only at 
networks, and doc.sn’t.su|)port modem or 
Internet play. (/\in 1 alone in imagining 
that developers gi\'e such liigh priorit)' to 
networks because it’s the equipment they 
have in their own offices?) An abject and 
physics editor would have been a natural 
inclusion. 

And. from a packaging point of view. 
I’m not a big fan of does-on-disk. 

1 hi’i'.liBlADl'; comes with a 2()-page 
jewel-box booklet that’s little more than a 
troubleshooting and qiiick-rcfcTcnec card. 
'Ihe rest can be found by tapping I’l from 
within the game. 

'I here’s a big problem w ith online man- 
uals; you can’t read tlicm in the tub, in 
bed or in the ear. So, fine, put them on 






■ 1 ' 






POLYGONAL PASS In un-accelerafed SVGA, graphics are 
decent, though flat shaded and a little rough, But, with a 
3D acceleratoi; especially a Rendition-based card, you 
can get stunning results. 

the CD, Bui al.so give us a proper manual 
for this great bloodsport that can be 
scanned at leisure. If I’m going to lose 
my head as well as my heart, I ’d like to 
kno\vw]i\'.% 

^APKAL: Fans who remember 
Speedball 2, or action and sports 
gamers looking for fast, heart-pound- 
ing, ultra-violent action. 

^PROS: Excellent atmosphere, thor- 
oughly enjoyable 
and extreme vio- 
lence, good Al, 
fast and fun. 



>COHS: No 

league play; no 
modem or null 
modem support. 
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"In the far distant future, an epic war for survival takes place...” 




Coming Soon to your favorite reseller, or by calling 800-229-2714 


Wizard 


Sloigunner ©19% by Apogee Soliwore tid. lAotkclcd by The WiiotdWetb Group. All olher Irodemorks ore properly el iheir resperlive oh 
Mirrorofi, Windows end Windows 95 oro Iredefflotlrs el Mkrosefi Corporolien. 






No Pilot's License Required. 

• Attack the Nemesys crime 
syndicate as any one of five 
pissed-off cops. 

• Five choppers. Strap one on and 
command your air space. 

• Blast your way through 20+ 
in-your-face missions. 

> Annihilate your so-called friends in 
multi-player death matches. 









Download the demo at 
www.7thlevel.com 
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MOST CALL FOR BACKUP. 


YOU CALL FOR Cl£ANUPI 
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REVIEW • DESTRUCTION DERBY 2 

Crash Course 


A Nice F5int Job, But Gameplay Gets The Wrecking Ball 


by Rick Brolda 



Price: S49.95 
System 
Requirements: 

Pentium 75. 16MB 
RAM (Windows 95). 
SMB RAM (DOS), 2x 
CD-ROM drive, VGA 
graphics, 57MB hard 
drive space; supports 
all major sound card. 
H of Players: 1 
Protection: None 
Designer: Reflections 
Publisher: Psygnosis, 
Ltd. 

Foster City, CA 
(415) 438-7794 
Reader Service §: 325 




I f you tliink NA.sc;Alt llAClNG is 
more fun w'hen )'ou turn your cur 
around and head into oncoming 
traffic, DKSnaicnoN Di'jmvl 
mav be just your cup of motor oil. 
As one of the few racing games 
tliat actually encourages contact 
with other vehicles, Rs\ gnosis’ 
sequel gives new' mcauing to the 
words “cmmple /one." 

'Ib say the original DPS’tKUCnON 
Dl'Utiwws'as a smash hit is to make a very 
bad pun. 'lire game had dismal docu- 
mentation and an unwieldy interface, but 
itw-as terrifically /)/c;)'r/We. Unfortunately, 
the sequel suffers from the .same flaws, 
add.s a few new ones, and doc.sn't match 
the fun quotient of its predece.s.sor. 

As in the original, there arc three 
modes of play; Wreckin’ l^ieing, Stock 
Car Riicing, and the obligator)’ 
Destruction Derby. In Wreckin’ Racing, 
vourgoal is to inflict as much stnictural 
damage as possible on your computer-dri- 
ven opponents, w'hilc keqjing your own 
car intact for the finish line. Points arc 
accrued by w'recking or .s]5inning other 
cars. In Stock Car [dicing, all you do is 
head for the checkered flag: cninching 
.someone’s trunk docs you no good, ’^llie 
Derby, of course, is what the game is real- 
ly all about. You show up iu one of four 


► FENDER BENDERS The gorgeous hi-res graphics and great textures 
are greatly offset by poorer gameplay than the original. 


I ON A ROLL New in DD2 are end-over-end, 
sky-high flips (as this vehicle will soon 
demonstrate). Plus, you can still pile up 
wrecks in the Derby play mode. 


arenas and sma.sh hoods until you’re the 
hist one .standing. 

CRASH TEST. PART 2 

So, vs'hat’s different? I'br starters, 
Dl’b'lKUCIlON D™v 2 has matured into 
a visually opulent game. '^1 he hi-rcs ver- 
sion looks gorgeous, w'ilh textured cvery- 
thing and plenty of flying debris. '1 be 
racetracks, .seven of them in all, arc longer, 
wider, and far more varied than in (he 
original. Ps\'gnosis has added a cool, 
rafters-rattling soundtrack, but nnfortu- 
natelv; it doesn’t drown out the announc- 
er’s frequent and annosing comments. 

I learing him cr)- "Oh!’’ ever)' time s on 
scrape a wall gets tiresome vei)’ quickly. 

A big change is that ) our car can now 
go airborne. Most of tlie tracks lias'c 
jumps, but a liard bit can give you w ings 
as w'ell. In the Derby, for instance, it is 
possible, through some w'ack)' law' of 
ph)'sics, to get knocked hundreds of feel 
into the air. This makes foi’ a great 
replay, but can get a little silly. 

All this would be fine if the game 
were as playable as the original, but, 
alas, it isn't. /Mtbough you start in the 
lead position of each race, you’ll see all 


19 opponents 
zoom pa.st if you 
so much as 
scrape a wall. 
After that, it’s 
impo.s.sible to 
catdi up. 

Because tlie 
tracks are wider, 
lliere are no bot- 
tlenecks to use to 
your advantage. 
kven flic Derby 
lacks its fonner 
cliann;t!ic action 
has become .so 
Ircnetic, there’s 
no chance to sa\'or a smash. 

On m)' lOOMHz Pentium SN'stcm, the 
hi-res \ ersion of the game was chopp)', 
W'hilc the 320x200 low-res \ ersion seemed 
too fast. I couldn’t find a liapp)' medium, 
and, thus, I couldn't enjoy tlie game, 
Perha|),s tire tougliest pill to swallow is the 
lack of multiplayer support. Up to nine 
[^layers can take turns compciiiig individ- 
ually (gee, what fun), but you can’t play 
licad-to-head via modem, network or 
Internet connection. 

I’m going back to the original. Though 
less attractix'e and equipped w'ilh fewer 
tracks, it’s a heck of a lot more fun. % 


^APPEAL: Die-hard fans of the origi- 
nal and anyone who enjoys heavy 
metal-when it’s flying through the air. 
^PROS: Improved graphics, good 
soundtrack, more and better tracks. 
kcONS: Poorly designed option 
screens, no multiplayer support; heavy 
system demands; 
terse documenta- 
tion; no new race 
options; impossi- 
ble to recover ^ 

from falling 
behind. 
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Agile Warrior: F-111X£> 1995. 1996 Virgin Inieraclivo Enlurialnntont. Inc. and BlacK Ops Eniortalnmenl, Inc All rights reserved. Vltglrr Is a registered 
irademarK ot Virgin Enterptises, Ltd. Mlcrooolt, Windows end Iho Windows Logo are registered trademaVhs ot Microsolt Corporation. 


^OF NOW, AIRLINE FOOD li NO LONGER 
^THE MOST DEADLY THiO IN THE OKY. 


LOOKS LIKE SALISBURY 
STEAK HAS FINALLY MET 


ITS MATCH. Introducing 
Agile Warrior: F-lllX for 
Windows* 95. A game that’s 
so intense you’ll discover 

/ V 'v, 

n testosterone in places you 

s never knew yeu had it. From 
the cockpit of one of the most advanced weapons in 
the sky, you’ll fly numerous deadly missions while 
enjoying realistic explosions, blasting sound effects 
and the outlandishly advanced cutting-edge graphics 
you can only get with Windows* 95. Meanwhile, 
on the ground below, your arsenal of laser-guided 
munitions, napalm canisters, cluster bombs, 20mm 


cannons and air-to-ground missiles will insure you 
wreak havoc on anything and everything in your path. 
All in unlimited access, on-the-fly 3-D environments. 
Agile Warrior: F-lllX. 

We love to destroy. ||^j 


INTHODUCING AGILE WARRIOR: F lllX 
FOR WINDOWS 95. 






htcp;//www.foxinternctivc.com 


O l997Twfi«iuil\ Cenuii'y Fox Film Cor|)Oi-.Hi[)n,"Dic I IiikITiiIok^ " '•'> l997Twciuicil> Ccinur)f Fox Homu £nt(!rt.iiiiim.’tii.liit 
All Rif.liis Rcsorvccl.'Twcimcih G'miiiy fox.'"'Fox'' .vid tlioir .mtifi.m-d logii^ .110 llio |iio(ii!rty orTwoniitili Cenliiry Fox Film 
Coipoi.uioix.JUSTIFIEK is .1 (r.idi'm.iik cil Kon.viii Co.. Lid.t' ■ 1997 Koiisiiii urAiiiuiic.i, liii. All Kiglics Rtsc-i veil 


Compatible with 
Konami’s JustiFier" 
gun accessory! 




“...absolutely mind blowing!” 

-Video Games Magazine 

“...features three of the hottest 
engines ever to be seen!” 

“All the mayhem and action you’ve 
come to expect from the movies!” 

-Electronic Gaming Monthly 

“...each has enough length and innovation 
to be a game in itself.” 

-Game Fan 


“Three games in one! 
What else could you ask for?” 

-EGM^ 





' ;:cdc shoot'-; r: -ts .‘.'.r • 
finest •• ■ 

at ■ 


IKE COMPETITION CAN READ 'EM AND VEEP! 


For DIE HARD TRILOGY Game Hints.Tips andTricks Presented by FOX INTERACTIVE of Los Angeles, California Call I-900-CALL4FOX 
$.80/min-Touchtono phone-lfyou are under 1 8, have your parents permission before making this call. 


“ATUSE MATURE 


WINDOWS® 95 
CD-ROM 


CIRCLE READER SERVICE ;i268 
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REVIEW • SKVHET 




Price: $39.99 
System 

Requirements: 466-66 
or better, MS-DOS 6.0 
or higher, SMB RAM, 
31MB hard-drive 
space, VGA graphics 
card, 2x CD-ROM, 
supports all major 
sound cards. 
H of Players: 1-8 (IPX 
LAN) 

Protection: None (CD 
must be in drive) 
Designer: Morten 
Morup 

Publisher: Bethesda 
Softworks 
Gaithersburg, MD 
(301) 963-2002 
Reader Service #; 326 


ik 


Short Circuit 

Eight Missions In The Sequel To Future Shock Can’t Change Histoiy 

by Thierry Nguyen 


ay the word ".SfoNlCI" lo 
iiio.sl people ill id you'll pro!}- 
ably get either a bbiiik slare 
or a sign of recognition as 
they recall the evil computer 
that altered hi-stor)' in the 
'Tennincilor inosics. Say it to 
sci-fi fans, and they may talk 
about SkTNKi' being one of 
the more maniacal y\l.s to be 
introduced in tbc sci-fi genre, even 
though it never makes an appearance. Bnl 
say that word loan action gamer and you 
you're likely to hear compkiinls about 
game design and mechanics. 

A while ago, Relhesda brought us the 
.sleeper DoOM-elone,Ti':itMlN'AlcM<; 
[''tniJiUs Si iock. 'Ilic only pre-QiiAkt; 
game that featured a tnie 5D engine, 
InriURi': Siioc;k \s'as mostly os'crlookecl 
when DukIs Nukkm sD took the market 
bv,stonTi. SKyNL'rwas originalK’jdanned 
as a simple multiplayer patch fiir b’l rniKi'. 
Shock, but it grew to become a full- 
fledged missiou-[)ack. Now it’s finally 
arrived, bnl gamers hoping for a killer 
gaming experience will discover that this 
was one “])alch” lhal was released way too 
early. 

NUCLEAR WINTER 



^ HASTA LA VISTA, BABY SkyNET, originally planned as a multiplayer patch to Future 
I Shock, is a stand-alone game. It does offer SVGA graphics and multiplay, but is short on 
I missions and full of bugs. 


siou is mnitistaged (i.c., cuter the base, 


find the nuke, then mn like hell out of the 
base and into vourjeep), but .still, eight is a 
.small number. Some mis.sions end with 
\'er}' nice looking cut-scenes; and )'ou arc 
given an l''MV briefing (with the irsnal 
bad acting) in between ever)' missitm. 

GOOD RESISTANCE MOVEMENTS 

'lliegood new.s is that the computer- 
generated cnl-sccncs between missions 
look vciy nice, though the briefings aven’l 
as good. 1 be characters in mulli])lay also 


look different from each other, rather than 
being the exiict .same character in differ- 
ent color .schemes. 

ne.s])itc its mans- weakncssc.s, the 
Xngine does base a few good features. 
Water is modeled more accnratelv than in 
other games, rendered as a clear lk|nid 
rather than a sheet of .solid color. 'Ion can 
also enter every building in the mins of 
1 x)s Angeles, which are all realistically 
dclailerl (a bookstore has book .shelves 
and a disco club has a dance floor). 



1Tic plot of Ski'NIsI’ is simple: 
SkyNET and iLsTenniiiators have 
discosered an extremeh' iDoweifnl 
nuclear mis.sile that wasn’l used in 
SkyNETs first strike against hiiman- 
ih; Mulling over the nukes ability to 
oidilcratc a city, Sk)-Nls I' decides lo 
create a better world for itself b)' 
launching the nuke and wiping onl 
John Connor and the entire 
Resistance. As one of Connor’s lack- 
eys, your job is lo sto]) SkyNEI' 
from launching lhal missile. 

All this takes place over Ihc span 
of a mere eight missions. Each mis- 



t WHO DOES THE DECORAHNG? SkyNET, 
though possessed of a 3D engine, has a very 
primitive 2D look to It. Levels are also fairly 
basic 2D designs. 


MULTIPLE TERMINATIONS 

SkyNI',"!’ is primarily designed as a 
multiplayer game. Yet SkiNI'I’ offers .sii[)- 
port onlvfor ll^ IAN and Kali play, 
■'lliat’s right. 'I here is no nomial modem 
play. ' I liis is a big letdown, since ei'cn' BD 
action game thus far has had simple bead- 
to-iiead play \ia modem. SktNE'I' hence 
caters to a limited audience. Even liiongh 
i own Kali, I was hard [rressed lo find aiiy 
games of SktNET to join. 

Since SK 1 'Nii',T w'as designed for three 
or more players, mo,st of the levels are 
(luile large. I lowevcr, in response to those 
who conrplaincd about the tedium associ- 
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War, Ypu CAN KICK ASS ON 
THE, BATTLEFIELD BUT IF 
YOU DON’T TURN A PROFIT, 
YOU’REgDUT OF BUSINESS! 


NOW ^ 
available in 
' Macintosh^ 


TmrBIJSIXESS,OF‘BATTLl!: 


Take on the role of TR 05 ^p Tactician 


AND SHREWD ENTREPRENEUR ./*S YOU j 
LEAD A PROFIT-HUNGRY BANI 
HIGHLY-TRAINED MERCENA 
ON A SERIES OF GUT-WRENCHING 
MISSI.ONS. SUCCESS .WON’T, 

EASY BECAUSE IN WAGES (SP 


“A thinking man’s skirmish 
combat dream. And a 
bioody wet one at that. " 

- Andrew Wright, PC Zone 


• Powerful “Assault Ware" Al • the bAflH 
turn-based combat system yet developed 

• Super-realistic troop movement " ^ ^ 

• Hours of endless gameptay 






» Over SO unique mercenaries 

> Over 40 deadly weapons 

» Tons of accurately researched equipment 


Available at your local retailer. 

To order direct call: 1-800-261-9563 
Outside U.S. call: 415-261-3227 


nmw^Hfu ummm 


High stakes business simulation 
Superb SVGA color 




:i<i ic^iKicllvR loMiiiii New VMiKI Rnivuliiii] h n (Hvliiti]ii ofTta .100 rKKHpuiiy. 
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REVIEW • SKYNET 


TBrmlnalB The Bugs 


A s mentioned, the inclines are the cause of most of 
SkyNET’s bugs. Bethesda put in a model that cal- 
culates falling damage based on height. But this 
model was flawed to the point that small, one-foot 
rises on a hill hurt as much as a 10-story drop. Also, you can climb 
only to a certain point on these inclines, which wouldn’t be so bad 
except that enemy robots can go farther How did they get up there 
when I couldn’t? 

In the first mission, there is a building next to a hill. Squeeze 
yourself in between the two and you will die instantly. Why? 

Because you are technically falling, but the building is in your way. 
When you finally touch the ground, the game thinks you’ve been 
falling the whole time and kills you on the spot. 

One interesting bug is that SVGA doesn’t work in some cases. 
When I used a small TSR to install the VESA 2.0 standard, SkyNET 
wouldn’t go to SVGA. I had to turn off this utility and use my bare- 
bones VESA 1.2 config to get SVGA. SciTech Display Doctor 5.3 
should give you SVGA, but I find that it slows down my perfor- 
mance. Also, gamers have complained online about having prob- 
lems getting SVGA working on their Matrox boards. 


iiteci with finding .winc- 
nnc in ;t large level, 
SkTNhl'l'giveii you a 
device called the inolion 
sensor. ]usl arm and 
point it, and anything 
moving will show up as a 
hli]) on ynur.sercen — a 
vcr\ nice innovation 
from Bethesda for hunt- 
ing down elushe dealh- 
malch buddic.s. 

Perhaps the coolest 
multiplayer feature of all, 
though, is the ability to 
play as a'lermiiialor. 
Plaviugas the 
'lenninatorgi\’e,syoii 
infrared \isionand a 
built-in motion sensor 
(so you can keep a 
weapon anned at all 
tinie,s).'nie main disad- 
vantages are that eveiy- 


ibing is red and the motion traeker has a 
smaller range. But, he)', how often do you 
gel Ihc chance topla\'the’lerminator? 
'Ibo bad this unique point of view wasn't 
used in Ihc single-player game. 

I'VE FALLEN AND I CAN'T GET UP! 

'Ihc Xngiiie used in SkvNKT looks like 
it needs some major polishing. \Mii!e the 
engine is true slT, the levels look more like 
the 21") design in P)t 'KK NUKKM 31'). 'lire 



1 SEEING RED SkyNET’s multiplayer suite 
let you play the Terminator; seeing 
through its mechanical eyes and taking 
advantage of some of its unique abilities. 
Too bad it's not available in solo play. 




SKYHET • REVIEW 
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ALL WASHED UP You can’t swim underwater (though your enemies 
can) but you can drown. Other than that, the only difference between 
this and dry land is the blue colois. 


(cvtiircs ;irc l)l;incl unci uninspiring, and llio 
world scums to be niaclc up of inclines 
[umbled together awicwareliy. Mills are 
inclines, weeked buildings have inclines 
that make no sense, and some slairs are 
just inclines that look like 2D paintings. In 
fact, it's tlie.se inclines that are res|X)nsibIe 
for some of the w'orst bugs in Ski NhTi’ (see 
sideiiar). 


Another 
massive engine 
flaw is that 
although you 
can go into the 
water, you can't 
swim. Granted, 
the appearance 
ofwaterisaccn- 
ratelv modeled, 
blit when von 
arc in the water, 
that realism is 
thrown out the 
door. 'Hie only 
difference between being on land and 
being in water is that w'hen you arc under 
w'ater, yon .see cveiy'thing in bine, and yon 
can drown. Since you can’t .swim, the only 
way to gel out is b)' climbing ramps or 
inclines. Marines and other enemies can 
swim, but Resistance soldiers (and 
Terminators in multiplayer) can’t? Odd 
design choice in my o|)ini()n. 


JUDGMENT DAY 

SKi NblT held great promise. It docs 
complement [''LniiRf'; Si )(k:k (giving hS 
the S\'G.-\ option) and .supplies the mnlli- 
player option that was piomised in h'S. 

Blit the flawed engine ends up costing 
SKi NTTFa lot of points, in the end. ifvou 
really liked l'’tnTW.SllCK:K._vou maybe 
interested in Ski'NMT. But for the rest of , 
iLs, it's a gamble. ;\nd not one I’d want to 
wager my future on. *6 


^APPEAL: Fans of the original 

Terminator: Future Shock. 

^PROS: Ability to portray Terminator 
in multiplayer, some other new multi* 
player elements, nice looking cut- 
scenes. 

kCOHS: Engine filled with both 
mechanical and design flaws; only 
eight single-player 
missions. With no 
direct modem sup- 
port and Kali 
opponents hard to 
find, multiplayer is 
essentially LAN- 
only. 



lOOt with D-pad and gun, shoot with gun in each hand. What you don’t get to do: Recite poetry, pick daisies, hug lovable stuffed animals. 

Sivreality Jusl Got PirJv ato IfiwWmarVs o( Hot aavab. WiiWows IS a iradom.lrk ol M«rosoft Cwp. FOH AFREE WINDOWS '95 DEMO OR TO ORDER SCUD DIRECT, CALL 1 .888. SEGASOFT WWW.SEGASOFT.COM SEGAS^FT " 
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A-k-kiK REVIEW • MARATHOH INFINITY 




Price; S34.99 
Requirements: 
Macintosh with 68040 
or better processor, 
13" 256-color monitor; 
System 7 or higher, 6 
MB RAM 
Protection: None 
# of Players: 1-8 {2 
players with 
each copy) 
Designer/Publisher; 
Bungie Software 
Chicago, IL 
(312) 563-6200 
Reader Service d: 320 


Phorget Me Not 

Marathon Infinity Brings Bungle’s Mac Shooter To A Classy End 



^ GUN ENVY Marathon Inrnity's new rapid-fire Flechette gun will mow down your ene- 
I mies with deadly precision, but the rocket launcher foregoes precision for punch. 


evil Phor have iinvvillindv unleashed — 


by Jeff Green 

einga Mac gamer can 
really suck sometimes, just 
ask me. 1 lere 1 am, the 
sole Mac gamer at the 
COVVoffiec, forced to lis- 
ten to my fellow editors 
praltle on eiKlle,ssly about 
such hno-hah as the latest 
QUAKt; hack or the new 
5,000 level Dukt: add-on, 
while I’m still grateful lust to be able to 
play Doom on mystinkin’ machine. 
y\dding insult to injurv' arc the hoots of 
derision that greet me cvcr\’ time 1 .sing 
ihc praises of Bungies outstanding 
MAir.'\'n ION series. 'llic sad tnith is that it 
wouldn’l reallv make a difference if this 
was the greatest game since 'K\ ister. 'Hie 
answer w ould still be the same: “^eah, but 
it’s just a Merc game!" 

Well, ride mvboomstick, wcLscn- 
heimers. 1 'or while the iVLarAITION titles 
may “just” be Mac games, they .still offer a 
cool combination of intelligence and 
bloodshed that fewshoot-em-upsonany 
platfonu can e(|ual. What Bungie does 
best is combine fasl-paced, first-person 
aelion wilh a sloiy that actually rs a stoi}'. 
Part Nciiroinaiicer, pai't/V/cns, part 2001, 
Bungie has fashioned a with', complex 
space o|)cra around w'hat could have 
been just another point-and-shool fast. 
M,-\R'\'n ION iNl'iNDV, the latest and appar- 
entlv final game in the series, continues 
where Maiwii ION 2 left off. with a new 
scenario called Blood 'Tides of 1 ,h’owon. 
'lliough it doesn’t break an_v new' ground, 
it should offer enough thrills to plea.se 
longtime fans. 

LH'OWON SHARKS 

Wdien the game begiirs, \ ou find your- 
self on a distant space station in the 
1 .ITowon .solar .s) •stem, w here the nonnal- 
h' arrogant Al Durandai is freaking out 
over a mysterious, chaotic force that the 


and that now threatens to destn))' the 
galaxy. As irsual, the primarv' goal is to kill 
cver\ thing that mov e.s. But each lev el has 
its own sccondaiy objective — as well as a 
distinct look— that makes voii want to 
continue, just to sec w hat's next. As you 
attempt to discover what's going on and 
destmy the Phor, you'll travel all over, 
from the w ide-open moonlil canyons of 
I .h’ovvon to the clauslrophic, labyrinthine 
pathways of enemy spacecrafl, 

List year’s MaIIAH ION 2 was a quan- 
tnm leap over the first game, wilh betler 
gra|)hics, a better engine, and bcllcr lev'cls 
than the original. Bungie makes no .such 
leap this lime— the engine is e,ssenljally 
the same, and Ihere’s only one new 
wea[Don — and for some gamers, especial- 
1\' those familiar with the stunning immer- 
sion of QiI/\KIv, this will be a letdown. 

'Hie good news is lhaf ibis game is 
actually much tougher than M,\KM I ION 
2. liven when plaving on Nonual difficul- 
t\', there arc a few levels, like the madden- 
ing Acme Station, lliat will defy)'ou to 
surx'ive bev ond the first few minutes. And 
is it just me, or arc the levels much stingier 
with ammo, recharges and ])attern buffers 
this time? 


INFINTTY PLUS TWO 

Kor mans' gamers, the bluest reason to 
bu_v Marathon Infinth' is the inclirsion of 
I’orge, Bungic’s level editor, so vou can cre- 
ate your own levels (hence the game’s title). 
'Ihe editor is wonderRiily easy to use, with 
a jralette-based interface that should lx: 
familiar to anyone w ho’s used art programs 
such as Adobe Photoshop, Also included is 
y\nvil, a super utilit)' tliat lets you add )Our 
own graphics, sounds and physics to any 
\'L\iwn ION 2 or iNiANiiYmap. 

Bungie has said that this w'ill be the last 
of the Marah ION games, and you can’t 
blame them for wanting to move on. 
Credit them, at least, for taking the time 
If) develop a cool .scenario that closes the 
scries out w'itli a bang. It's not or 

Di 'Ki't, but if you only have a Mac, this is 
still (he best shoot-cm-up around, ‘fc 


^APPEAL: Marathon fans, Mac 3D 
shooter fans who can’t wait for 
MacQuake. 

kPROS: Better, more challenging lev- 
els than previous versions. Level edi- 
tor included. Still 
the best Mac 
shooter in town. 

^co^: Engine 
beginning to show 
its age. Not much 
new here. 







Plbilers or coll 1 -800-874-4607 

^ and Gommond a. Conquer Red Aie^nd Comr^d.&:Conquer Red Alfe^ 
1996; 1997 Al^Hflb’s^reserv^:^ 


(□MPAMOV UI5C TU TIIC 
^tlLUaV5ELLI^0 
COMMWOfiCONOLtn' 
RCOAl EHI'* 
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NEW 

MISBinNS 


‘QtwOO* 


Counterstrike’" the official missions disc for 
Command & Conquer Red Alert, Coming soon, 
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Wacccaft defined the past. Command & Conquer # 
gave you the present. How, DOMIHIOH | 
challenges you to the future with fiery [l 
real-time strategic combat, resolutions up to 
1280 X 1024, and an unprecedented 95,000 

f of ceal-time,3-D animation. 

It's 2224. Say good bye to the tactics 
that served you well in previous 
campaigns. Your new reality: battle- 
ground strategies vary by planet, and 
f JlSil the military-based AI anticipates ^ 

. if 

gy your eve,ry move. Invent new |' 
f . maneuvers with dog- f 

I jt ^ eat-dog Commanders. || 

' Sabotage enemy bases p, 

\ with computer viruses, f! 

Hpjfi and teleport Men and 

" Materials actoss-world. ; 




Isn't technology great? 


Download the 
interactive demo at: 
wwM.gamespot.com 
wwM.7thlevel.com 

Every loth download 
can win the 
complete game.* 
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REVIEW • NEO HUHTER 

A Lame Duck 


Hunting For A Killer Flail Shooter, Virgin Comes Up Empty 


by Mark Clarkson 



Price: S49.00 
System 

Requirements; 486-66 
or better processor. 
8MB RAM, 2x CD- 
ROM drive. VGA 
graphics, SMB hard- 
drive space, Windows 
95 or DOS, mouse; 
supports most major 
sound cards. 
# of Players: 1 
Protection: None (CD 
must in drive) 
Designer: Ronin 
Entertainment 
Publisher: Virgin 
Interactive 
Entertainment 
Irvine, CA 
(800) 874-4607, 
(714) 833-8710 
Reader Service §: 328 




I n tiic old cliiys, a .shooling gallcr)' 
game was somclhing you plajeci 
in a siiiok\’pool halL'ldn’d stand, 
holding a climimitivc line, and 
.squeeze off round after round at a 
parade of tin bears and ducks pro- 
pelled endle.s.slypast on bicycle 
chains. I lit the ducks and they’d 
fall over. I lit the bear, and he’d 
stand upright and roar, 
dbday, kids have NtX)! li>N'ii;ii.'llic box 
promises high-tech crime fighting, includ- 
ing ONA analy/alion, but don’t be tooled; 
this giime is a shooting gallery. You'll spend 
almost all of )duv time putting the cross 
haioi o\ er bad guys of all descriptions and 
clicking, clicking, clicking. 

Instead of standing and roaiing, the 
thugs six)ut such with’ rejoinders as “Shoot 
his butt off!” and “1 ic must be wearing 
steel undens’carl” Rig im]Drovenient. 

SAME OLD, SAME OLD 

Neo I IDNTEK is a rail shooter, but one 
where you shoot while standing still rather 
flian running down corridors or fl)'ing 
through asteroid fields. ' I lie scene does 
scroll back and forth and zoom in and out 
to follow the action. 

All actions arc preordained. lf) ou fail 
to clear the level before von run out of 


ANIME IT AINT Virgin says the game’s look is 
"anime,” or Japanese comic art, but it isn't. While 
some of the cinematography is tike anime, the quali- 
ty is woefully bad, especially with the low resolution. 


shields, you die 
and have to start 
over, relKing the 
mandatory open- 
ing banter and 
then repla\ing the 
entire shootout. 

'Hie same bad guj’ 
jumps out of the 
same doorwas' at 
the same time, 
every' time. You 
can eventually 
learn to clear the 
levels by rote. 

Worse, Neo 
l-lLiMmi.sset in a 
future w here clones 
arc c\idcntl\’ the height of fashion in lxjd\'- 
guards and personal securih' forces. 
Wdietlier you're breaking into a dnig deal- 
er's mansion or facing a gang of street 
punks, e\'en though you bas e to drop ,se\'- 
eral dozen l)ad guys, they'’ re all the same 
three or four guys, over and over again. 

Some levels bas e you confronting a 
dozen or more “bad guys” siinullaneously 
You can have multiple weapons in your 
inventory —some deadly, .some not — and 
cycle between them while \ ou fight. Vnir 
left niou.se button fires the left-selected 

weajion, and your right mouse but- 
ton firas tlic right-selected weaixin. 
'tbu can e\en throw grcnatlcs while 
simultaneously shifting energy 
back and forth ix:lw ccn your 
shields and your .stunner. 

It sounds exciting. 1 know, but 
there are just so many targets, 
every'where, all the time, that the 
axeitement rapidly devolves into 
tedium. Nr.o i It in’!!' it’s .smatter- 
ing of shareware-quality puzzles 
docs little to impros e things. You 
kill 50 guys. I jsten to .some w-itty 
dialogue. Kill 50 more guys. 


► CONNECT THE DOTS Neo Hunter has two forms of badly imple- 
mented gameplay: there is shooting gallery action of a style 
much worse than Virtua Squad, and then there are puzzles like 
this for the brain-dead. 


Listen to some more witty dialogue. Play 
a M,-\.si>;ii\ii,\Dkmock-off. Kill 50 more 
guys. Ad nauseam. 

Ni':o IditN'iTiR’s gra[ihics are ]Dure 
comic book Ihc publishers call it 
"anime," but to mv admittedly uncclueat- 
ed eye, the artwork looks far more w'cst- 
ern, and (he overriding impression is one 
of cheapness. WeI'LVND.S did il belter. 

Although there is a plot involving the 
a.ssa.ssinalion of a senator, and il is your 
goal to uncover the motive and killer, it’s 
totalK’ irrelevant. /Ml \’ou do is shoot bad 
giws non-stop, bans looking for an NY/^D 
Blue c'xpericnce need not applv % 


►APPEAL: 14-year-old fans of 
twitcti-fests and comic hooks or those 
looking to give their mouse fingers a 
serious workout. 

►PROS: The comic book look will 
appeal to some; there are lots of (the 
same) things to 
shoot. 


►CONS; Way too 


much of the same 


shooting gallery 


action, over and 


over again. 
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pulsii-pijujjdljiy j'-jaa'w daiaui 


fbatunn! 

UOIBP®i®l 


PilolL the Enterprise in pt/er gO 
blistering ppace combat scpnariqs> 


Plot your stra^gy to qtpp Soran’s 
scheme using Ste|lpr Cartography. 


Available on Windows® 95 

visit your local retailer or call 24 hours MOChiVS-GAME (U,$. and Canada) 


www.microprose.com 


CIRCLE READER SERVICE #193 



Wage war in everything from icy tundra to blistering 
desert. We suggest wearing layers. 


Efect from your HAWC, steal another. Bot-{o<king 
isrelotively legol here. 



Is 

Communirate with wingmen via radio; shore I 

omusing onerdotos about global warfare. I 

SHOTS 


Storm the enemy guard towers; try to 
ovoid being turned into a red sinewy pile. 


Destroy the enemy's HAWC delivery system and cut 
down on the number of missiles headed your way. 







i<oratJioiii3 niore than 20 HAWCS (Heovy-Armor Weopot\s 

bottlefieltl from your virtual torhpit v^ith - -i^Hg||| 
'Htogrophir targeting and domoge displays. 

• Experience the original soundtrack by Emmy aword-winitino^^^^^B 
^^(ir^oo'dman using the superior DirectSoun£^oudI^|^jpB|HH 

■ Jolnjn 8'pioyer network baftles.-i'-i||^iOM^^H^5n^H 


1-800-556 0307 B^S 
rr Download fhe G-NOME demo 


yov'lir ■ ■■''"'isolfcwsiJe; 

«■' _ a.lHoob,o«if,fc„v.W, 
lfi= «gfi mire 20 

3-D o:x:r'' 

"“■"'»rteo,(|o„.Go„epl<,yd„„„.' 

7 ’°”'“p off. 

ond gomes. ' 
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■A-k-k REVIEW • GRID RUNHER 







«« / 


You’re It 


Virgin ’s Arcade Game Of Tag Runs Out Of Steam 


by Scott A. May 


Price: $29.95 
System 
Requirements; 
Pentium 60 or better 
processor, Windows 
95, 8MB RAM, 2x CD- 
ROM drive, 1MB video 
card; supports Win95- 
compatible sound 
cards, joysticks, and 
gamepads. 
if of Players: 1-2 
Protection: None (CD 
in drive) 
Designers: Radical 
Entertainment 
Publisher; Virgin 
Interactive 
Irvine, CA 
(800) 874-4607 
Reader Service ff: 329 


B ecau.se retro gaming is all 
tlic rage, I was liopeRil 
upon hearing the name of 
Virgins arcade outing, 

Giud Runnkr. Could this 
bean update of jcff 
Minter's frantic clas,sic from 
1982? Nope. 'Hiis is retro 
gaming from a more recent 
era, originally bom as a 16- 
bit cart called EUR-I'f for the SNES, 
renamed and rcvamj^cd last year for the 
52-bit PlayStation, and now ported to Win 
95. 'Ibo bad for everyone. 

CAPTURING ALIEN FLAGS 

'lire .setting is a massive alien complex, 
consisting of levels of convoluted plat- 
fonn mazes. To survive imprisonment by 
the evil Empress Vorga, you must progress 
through 57 rounds of increasingly difficult 
cha!iengc.s and face a barrage of alien 
warriors. But forget the wafer-thin sci-fi 
story line— gameplay is essentially a ’90.s 
take on two venerable childhood games. 
Tag and Ca|Jture the Mag, uith plenty of 
bells and whistles tossed in for effect. 

Playing in an overhead tliird-c]uarter 
view, you guide your grid runner along 
the narrow pathways, taking your o]Dpo- 
nent “it.” Wdicn you’re not it, 
the goal is to capture a pre- 
dclennined number of flags. 

Tlic challenge is to reach the 
flags w'hilc avoiding your 
n[3[ronent’s touch. Once 
you’re “it,” the roles reverse. 

To make things more 
interesting, numerous magic 
spells and power-ups arc 
attainable, for teleporting 
out of danger, gaining speed, 
slowing down your oppo- 
nent, placing mines, and 
casting fireballs. At higher 
levels, Empress Vrrrga dis- 


CHILD'S PLAY 
ous levels, tag 


patches a variety of 
s[}acc pests to make 
)'our task ev'cn more 
difficult. 

CHARM VS. 

CONFUSION 

As a single-player 
game, Grid Runnrii 
has its cliami-s, thanks 
to the disparate grid 
layouts of its 15 
worlds. Some arc 
quite striking, w'hilc 
others arc simply confusing, due lo poor 
visual distinction between the grid and 
the elaborate backgrounds. And despite 
creative changes in grid layouts and alien 
obstacles, gamejjlay eventually becomes 
too repetitive to sustain long-temi interest. 

On the other hand, two-j)layer mode 
can be a blast, because a human oppo- 
nent is far less predictable than the com- 
puter ]3layer. Rather than advancing 
through progressively higher levels, the 
game randomly culls 26 rounds from the 
1 5 available w'orkls. 

Tlic only drawback lo multiplayer 
mode is lack of remote (modem or LAN) 
.support. Instead, the game screen is hori- 


SPLITTING TIME Grid Runner’s best feature is multi- 
player. Sometimes, though, the frame rate and blocky 
graphics can interrupt the action. 


Your goal is to chase an opponent through vari- 
him and then hunt for flags. Sound familiar? 

zontally split, giving you substantially less 
room to work with. As in tlie single-player 
mode, if your opponent is not visible, a 
green airaw next to your character contin- 
ually tracks its current position. At its best, 
this almost matches the flavor and inten- 
•sity of BombrrM/VN, one of the best two- 
player console games ever created. 
Almost, but not quite. 

Grid Runner is a handsome game 
that’s easy to learn and initially fun to play. 
Tlierc’s just not much substance behind 
tlie glitter, suggesting that the designers 
slioiild liave spent more effort bolstering 
gameplay, not just special effects. With 
greater content and a remote two-player 
option, this might have been a hit, not just 
another close call. % 


>APPEi^: Arcade/puzzle fans. 
^KIOS: Multiplayer mode is a gas. 
Graphics are colorful and varied, 
large number of increasingly difficult 
levels aides long-term play value. 
^CONS: Single-player mode eventual- 
ly runs out of steam . Texture-mapped 
graphics are 

blocky and frame ^ 

rate is poor on 
slow machines. 


No support for 


remote two-player 
gaming. 


COW 


MARCH 1997 





.-oismBirtofl- oy GTtriS^^Scir 
) Uld.-SCUB a dwston otiR^I W 


GT latBracme 


Software 


CIRCLE READEfi;SEfiVI0E #229 ' 


THE GnmE 
T STHLKS BHCK! 


Bored of hunting mindless drones that 
loll around dungeons waiting to be put 
)ut of their misery? Tired of blowing 
lemons that couldn’t catch a 
ibed a challenge? How about a 
ie that gives you a deathmatch 
ery time whether you’re on a 


rk or 




I. With 6o unique psychotic 
gladiators. With enemies that think 
like a human opponent and track you 
down. Enemies that lay traps and can 
smell your fear. Enemies that know 
where you’re hiding. With enemies 
that want to kill you. Like a dog. XS. 
This is the end of mindless violence. 


■Need a hJnt? 


1 -|9 0[D-[qA|L|L|-|a|Q]T 







;Xnc‘ei.| 


wnimi. ubisoft. com 


^iJ i:}jJ£:j J^J:£JIM 


Rcorpora 




' Pentinn'! processors ulitb MiyiK t^hnolog< 
and ^ 

Pentium^-processors 130 MHz and higher 


Mix-and Match multi-player options'i 
eight direct player connection over tl 
Internet, local network or modeiql^ 
computer direct link connection^ 
player split screen option.) 


Unprecedented sped^.. .playable 
33 frames per seconjd! (Up to ,80 
with a I2.-D accelerator card!) 


at» 


Race others over the Internet, against ‘ ' 


highly advanced artificial intelligence,: 
your own recorded “ghost” or 
someone else’s. 


Pre-calculated position engineering 
eliminates latency over the Internet! 


Revolutionary website includes player 
matching, chat room|, ranking 
downloadable and^ u^loadabte: gbosl^ 
tracks, and cars; custonuzabj^yeK 
pages for every pla^er^^i^^llpi,-^ 


tSet r-eacfy for tc or get 
out of the way... 


the Whtte- 
StmaEUlMBE at: 





lOefigned tor 

|iWiirfaws°95| 
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©1997 Ubi .Soft Entertainment, fria.' All rights reserved. 
Pentium* is & registered trademark and MMX' end the 
MMX" logo are b^emarks of Intel Corporation. Dolby 
and the Doubled symbol are trademsrks of Ooiby 
Laboratories Licensing Corporation. All other trademarks 
ore the property of their respective holders. 
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Price: S44.95 
System 
Requirements: 
Pentium 75 or better 
processor, 16MB RAM, 
20MB free hard-drive 
space, Windows 95, 
2x CD-ROM drive; 
supports Diamond 
Edge 3D graphics 
cards, all Win 95-com- 
patible sound cards, 
joysticks, and 
gamepads. 
if of Players: 1-2 
{modem/IPX LAN) 
Protection: None (CD 
must be in drive) 
Designer: AM2 
Publisher: Sega 
Redwood City, CA 
(888)-SEGASALES 
Reader Service if: 330 


REVIEW • VIRTUA SQUAD 

A Near Miss 

Quake Marines May Shy Away From Playing Cop 

by Scott A. May 




I ts amazing how game clesigivs 
that seemed so fresh and sibrant a 
few short years ago can suddenly 
become jjasse. Sucli is the case 
with Sega’s ViRiUA Squm), one of 
many triecl-aiid-tmc arcade hits 
now' being ported to Windows 95. 
Hie phrase “too little, too late" 
certainlv comes to mind here, as 
Sega milks ever)' penny from its 
archive of arcade glories. 

Originally titled VlR'lUA Coi’, the game 
w'as an instant hit in the arcades, then siib- 
scc|nently used as a system-seller for the 
Saturn. Idcrc’s the setup: \c3n [)lay an elite 
CO)) tracking a syndicate of gun-ninncrs in 
Mrtua Cit)'. Your job is to patrol different 
sectors of the cit)', flush out the bad gu)s, 
and dis])atch tiicm with your 
tmsty sideami before they 
get you. 

'I lie game unfolds in 
three stages: BiackAmis 
iVlarket, Underground 
Wca])on Storage, Gang 
Mcadcjuartcrs. Along the 
\\'a)', )'ou can pick temporary 
weapon ])ow'er-ups 
(machine gun, rifle, mag- 
num, and shotgun) as you 
track down each of the syn- 
dicate’s four bo.sses. 


'llie frindamental concept 
certainly isn't new. Hie dif- 
ference here is a |)seudo-3D 
environment, rendered in 
rough-eut polygon gra|)hics, 
and a real-time sense of 
urgency, dlie 3D cn\iron- 
ment is a boon for gamers 
because it offers a partiall)' 
interactiv'c emironment aixl 
realistically modeled \illains. 

'Ibu can shoot and .shatter 
window's, destroy crates, 
shoot out tires and blow up 
cars.'llie bad guys also react 
in real-time to your attacks. If you shoot 
one in tlie hand, he’ll grab it in pain, i lit 
his kneecap and his leg w'ill cnim]3le as he 


READY, AIM, FIRE 

Presented from a first-person ])ers[>ec- 
ti\'e, gamepla)' consists of targeting ene- 
mies with ) our ros'ing gunsight as they 
sle)) into view'. Most of them don’t move, 
but occasionally the monotony is broken 
by a charging villain, an incoming projec- 
tile (which you must shoot in midair), or a 
hostage situation. As with other rail shoot- 
ers, ])la)' mechanics boil down to simple 
twitch, ])oinl, and click. However, (he 
pacing is a little better than the typical lail 
shooter fare. 


AN OLD BEAT ViRTUA SQUAD was a hit in the arcades, 
but despite decent pacing and fun gameplay, it’s just a 
simple, repetitive rail shooter. 


TOP OF THE ACADEMY ViRTUA SouAO does have some 
nice features for a rail shooter, such as interactive envi- 
ronments (like breakable windows) and neat villains. 

easy. One welcome addition in an other- 
w-ise fair ])ort is two-))iaycr modem or 
LAN mode that can be either cooperative 
or combative. |-lowevcr, even this tends to 
get repetitive after awhile. 

Perhaps there’s a market for these ports 
with Win 95 newcomers who don't wniit 
to give up their arcadc/console memories. 
As is often the case, however, what once 
looked so cool and innovative now seems 
))retty lame, es])ccially when compared to 
content-rich, graphically superior titles 
like Eidos’l’OMR RviDKRor EAs TO 
Black. Most computer gamers e.\pect 
more than what they will get with this 
game. Sega should have either over- 
hauled and imi>rovcd the original or left 
well enough alone.*b 


falls to the floor. Tlic limited iiiteractiv'ity 
and the realistic villains do clev'-atc this 
game above the usual rail .sh<H)ter crowd, 
but they still aren’t enough to offest the 
predictability' and repetitiveness of the 
game[)lay. 

Despite its nidimcntary' design, ViRTl lA 
SqU /\0 requires a lot of coinpuling mii.s- 
elc to be j>layable. Sega offers key'boarcl, 
mouse and gaineiwcl coiitml o|)lions. but 
the mouse is best. Unfortunately, the 
mouse also makes the game a little too 


^APPEAL: Rail shooter fans and 
arcade gamers who liked the arcade 
and console versions. 

>PROS: Realistic character motion 
and death, interactive environment, 
two-player modem and LAN play, bet- 
ter pacing than other rail shooters. 
^CONS: Rough 
polygons and poor 
texturing, high 
system overhead, 
repetitive game- 
play, an old port. 
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Destruction Derby™ 2 is the perfect combo of balls-to-the-wall racing and 3D wreckage. Seven 
new tracks are longer, wider, faster, plus four destruction bowls. Cars roll, cars flip, cars fly off 
the track. There's more deadly debris to deal with - tires, doors, hoods get jettisoned and serve 
as incoming missiles. There's all new fire, new explosions, and improved suspensions for more 
realistic handling. Destruction Derby 2. Designed exclusively for the true connoisseur of crash. 
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A killer subiTfiarin<e~.^^^»»d ll| 
A dleadly hydrofoil 


2cm multiheterodyne pulse laser 


6" Mark-65 Mott^^orpedo 


6" Mark-68 Ba»c 





i’g© wgi't? 


2060 A.D. The Red menace has resurfaced. 

The sea boils with submarines and battlecruisers, bh 
The skies are dark with enemy birds. 

Tigershark has been deployed. 

A ftiliy'io3d6d subfoil prototyoB, ^ 
Forged for war. Built for speed. ^ 

Dead s et on . 

Uncla^ter. And over it. 


THE PERFORMANCE OF THIS PRODUCT HAS BEEN OPTIMIZED FOR USE WITH INTEL'S MMX™ TECHNOLOGY 

Tiger Sturk'^tS'ieST n-Spzte. Inc. All Rights Rtstned. Creilcdbyn-Span. Inc. Dnlritniltd by GT Interactive Soltwsre Cerp. Mictosolh.^aiid WindovsOr^aic leglslered liademaihs elMIcresollCoipDralinn. 
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REVIEW • NECRODOME 




Bloodmobile 


More Bugs In Gameplay Than On The Windshield 
Mar Necrodome’s Vehicular Spla tterfest 


by Robert Coffey 


Price: $49,99 
System 
Requirements: 
Pentium 60 or better 
processor, 8MB RAM, 
20MB hard drive 
space, Windows 95, 
2x CD-ROM drive, 
1MB SVGA graphics 
card; supports mouse, 
joystick and Windows 
95 compatibie sound 
cards- 
# ol Players; 1-4 
(LAN) 

Protection: None (CD- 
ROM must be in drive) 
Designer; Raven 
Software 
Pubiisher: Mindscape, 
inc, 

Novato, CA 
(415) 897-9900 
Reader Service H: 331 


D e\eloped by I^veii 

Software, the same folks 
responsible for HKiihTnc 
and i-Ii';xi'N, Necrodomk 
seems to pmmisc more 
tlian tiic average 3D shoot- 
er dcih'ers. But bogged 
clown by lack of imagina- 
tion and some infuriating 
bugs, tlie game ne\ er real- 
izes its potential. 


decr'lliough 
NKCRonoMi'; siip- 
]rorts a mouse or 
joystick, only the 
keyboard controls 
can bceiislomized. 


NAPALM IN THE MORNING 

Necrodome is set in \-et another post- 
apocahptic future w here gladiators man 
hea\il\' anned cars called Raiders, battling 
in arenas across the United States. As a 
lender }’ou’re pitted against each arenas 
defenses in what is esscntialK' a game of 
Capture the Flag. You can pick up six dif- 
ferent wca|)ons to mount to \'our l^ider 
as well as a number of single-use “flash 
gear," but despite the variety, you'll find 
only Iw'o or three of the weapons useful as 
you jrrogress through the game. 

In a novel twist, 



N|';c;rodomI' 
rec|uircs )nu to 
lea\’e the safet)' of 
)’our vehicle to 
.succeed, since 
many power-ups 
and switches arc 
reachable only on 
foot. Hitting the 
Delete key ])ops 
you out of s our 
Riiicler, turning 
you into a snlncr- 
able, shotgun-toting Runner. Wlien your 
lender is destrosed, ) ou li\e on as a 
Runner— if onh' for a short while. Dodge 
and shoot your w'ay back to the arena’s 
starting point and you’ll find a new, 
.stri]rpcd-down Riiiclcr you can coinman- 



HOOFING IT One nice change of pace is 
that you can run around on foot. Also, if 
your vehicle gets destroyed, you can 
always hop out and find another one. 


RUNNING ON 
EMPTY 

Nisuall)', 

Necroi:)()ME is a 
mixed bag, \Vliile 
gunned-down 
infanliymcn eaqrl 
into a mess of 
twitching limbs and 
vehicles blow up better than a 76 Pacer, 
most enemy \chiclcs look ncariv identical 
and absolutely nonthreatening. A few' are- 
nas feature ice [jatches and lava flows, but 
most .s]X)rt the .same drear}' look of gloom, 
'llie level design in Necrodome is 
similarly unimaginative, ne\’er taking 
advantage of the taic 3D emiionmcnts. 
/Ml arenas arc wide open .spaces, eliminat- 
ing any real chance 
for amljush or sur- 
prise and, therefore, 
any ]ro.ssibilit}' of 
excitement. Plus, 
almost e\'cr\' arena 
forces you to hit a 
series of switches to 
get to the flag. It's 
unimspired, rcpetitive 
gamepla}’. 
N1'(:roix)me’s 

biggest drawbacks arc 
a number of terrible 
bugs. Chief among the.se is your Ibiider's 
tendency to get stuck on comers and 
edges of walls. You cannot move, despite 
the fact that notliing is blocking you. Your 
must cither take time to slow!)' steer clear 
of the phantom ohstruction or jump out 



Necrodome isn't much better than the typical 
bugs and uninspired level design take away 


of the car and shoot it dead so vou can get 
a new one. Neitlrer option is appealing 
w hen a rocket-blasting Sentinel is 
a[)proacjiing. Equally unattractive is 
restoring a saved game, since 
Necrodome can be sasecl onb after 
beating an arena. On top of this, you 
.sometimes lose ail conhol of movement 
after your Riiidcr's destniction. Hirow' in 
]3criodic lock-ups and you’re assured 
some bald .spots fiom hair-pulling, 

'i here is some value in multiplayer 
gaming— in a cooperative play option 
two phn’ers can man one l^iider. But un- 
less you’re mad for first-person shooters, 
Necrodome is just another also-ran. % 


^APPEAL: Diehard shooter fans and 
particularly violent bumper car enthu- 
siasts. 


^PRO& Big guns, big targets, an 
big explosions; good multiplayer 
action over network or modem. 


►CONS: 

Nondescript level 
design; repetitive, 
connect-the-dot 
single player 
gameplay; some 
really annoying, 
game-halting bugs. 
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Most people 


enjoy the 


best friends, 


•lord Chesteriield 


Compete head-to-head. Surrender nothing, 


lor you azsd up to three oi' your best i'riendsi Hook up to 
any of your Windows' 95-based games and all four (or threcj 
or two) of you get the same fUlly functional, lightning- 
fast game control and mltibutton maneuvers. So no matter 
how many are plugged in, the competition's still quick 


letting you keep a solid grip and making it easier to use 
any of the buttons or triggers to vanquish your opponents, 
Eecord complicated, hard-to-remember multibutton moves and 
map them to a single button for swift execution of lethal 
maneuvers. Remember, the more Sidewinder game pads you 
own, the more friends you can take advantage of. A little 
friendly competition never hurt anyone, right? 


Microsoft 


Where do you want to go today?^ www.microsoft.com/stdewlnder/ 


#1996 Wcrosoft Corporation. All rights reserved. Microsoft, Where do you want to so today? and Windows are registered trademarks and Sidewinder Is a trademark of Microsoft Corporation. 
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REVIEW • RISK CD-ROM 


.SfS V}> 


Toss The Dice 




k Lot Of Risk, A Lnt Gained For Hasbro 

by Terry Coleman 


Price: $39.95 
System 
Requirements; 486 
DX2-66 or better 
processor, SMB RAM 
(16 recommended), 
27MB hard-drive 
space, Windows 95, 
1MB SVGA graphics 
card, 2x CD-ROM (4x 
or better recommend- 
ed), 14,4 baud or bet- 
ter modem, mouse; 
supports Sound 
Blaster-compatibie 
sound cards. 
If of Players: 1-8 (LAN 
and modem) 
Protection: None (CD 
must be in drive, but 
"second player CD” 
included for multipfay) 
Designer: NMS 
Original Board Game 
Design: Albert 
Lamorisse 
Publisher: Hasbro 
Interactive 
Beverly, Massachusetts 
(508) 921-3700 
Reader Service If: 334 



I liile it never sold as 
many copies as 
Mc)no]5oly, I^ISK 
was still popular 
enough n\’cr the 
past few decades 
that old Mr. 
Pennybags himself 
might ha\c occa- 
sionally felt a 
tw inge of jcalousv./\ftcr all. who wouldn’t 
be tempted to leas e e\en the la\ ish con- 
fines of Boardwalk and Park Place for a 
chance to visit — much less concjiier — 
the nw^terious lands ofVakutsk, 
Madagascar, and Kiimchatka? Make no 
mistake: like its cousin StiI'VI'I'XX), Kisk is 
no w'argame, de,spite the nco-inililaiy 
trappings; yet it certainly has more depth 
than N'Ionoi’OLY, CLLit; or any other clas- 
sic board game we grew- up with. But all 
the attempts to bring Risk to the comput- 
er up to now have been lackluster at best, 
hampered bv middling and a lack of 
good multiplayer options. Luckilv, I iasbro 
learned its lexson, because now in some 
waN-s, Risk even outshines Mc)NOIX )I.v 
CD-RO^ I on the computer. 


THE BEST OF BOTH WORLDS 

If Hasbro had simply gis’cn us 
an SVGA version of the classic 
game with multi])layer options, 
Risk addicts would have been 
happy. 'Ibe big suqjrisc is that 
the design team prcscrc'ccl the 
fla\or of the original while offer- 
ing an advanced game that 
greatly increases the depth of the 
game without really increasing 
the difficuih'. 

Cl\SS 1C RiSK is the game we 
grew up with, complete w ith 
unpronounceable 
territories — except the "amiics” 
are now called “battalions." 'I he 


W : 

; 


addition of new 
mai)s — with more odd- 
, sounding territorial 
names — for /\mcrica, 

Kurope.Asia, and the 
world is the |)crfcct w'ay 
to keep the game fresh. 

Meanwhile, the 
mechanics arc still famil- 
iar: you turn cards in for 
lots of amiies and win by 
rolling dice better than 
)'our opponent. 'llic/M 
is far better than in previ- 
ous versions, and if it 
cheats, at least it doesn’t 
seem to peck at your 
cards. 

Much like 

MoNoi’oiy CD-ROM, 
this Risk conversion 
includes most of your 
favorite house rules. You ma\' turn in .sets 
of cards for rapidly increasing sets of 
annies or luwe the armies allotted adhere 
to a fixed amount. Wdien you conquer an 
enemy, you may immediatelv turn in the 
captured cards for a set or negate this 
option to keep others in the game longer. 


hile I would heartily recommend Risk 
CD-ROM to anyone, some Risk purists 
may be nonetheless unsure about the 
prospect of Ultimate Risk. If you’re 
worried about the liberties the enhanced version takes 
with your old favorite, just log on to http://www.hasbro. 
com and check out the Risk Online Challenge for a lest 
drive. The Al isn’t as strong as in the full game, but this 
demo will give you a taste of advanced game options 
and styles of play. 




If \’ou don’f like plaving with (and against) 
tlio.se .steamroller annies of 7(J-plus battal- 
ioas, simply limit battalions to ten per ter- 
ritory. 

Some of the options arc unique to the 
CD-ROM I’crsion; my favorite is "blind 
W-sk.” 'Ihis is .sim[)l\' fog of w~ar. where you 
know the strength of enem)’ forces 
onh’W'hen you arc adjacent to their 
specific tcnitoiy. Outposts and 
rcsers'cs become a necessity, and 
the possibililics for ambush are 
nicely enhanced. 


► 72-TERRrrORY SHUFFLE Turning in cards for battalions 
: hasn't changed much, despite the new graphics. The pro- 
■ gram will prompt you if you haven’t gained a card (by 
conquering a territory) on your turn-a nice touch. 


RISK GROWS UP 

Bill the best toys are to be found 
in the a])tly named ULiiM/Mt; Risk. 
The biggest change is that ever)’ 
time yon go into battle, you choose 
tactics fors'ouranns on the battle- 
field (see the “Breaking Down 'Hie 
Battlefield’’ sidebar). Unlike the 
vanilla (if pastel) maps of ClASSlC 
Risk, Ui’.iixuit; RiSKactnallv addsa 
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The invasion begins early '97 



an idyllic, peaceful new home for colonists from Old Earth. • 

But that was before the wars broke out, before the provinces turned on one another, 
and'before the aliens arrived... 


Windows® 95 CD-ROM Game 



P.O . Box 1 3 4 9 1 

more 


• Research Triangle Park • NC 2 7 7 0 9 
CIRCLE READER SERVICE #170 

information call 


www.imagicgames.com 
8 8 8 - 2 3 2 - 


F 0 r 


Fallen Haven is a trademark of Interactive Maaic. Inc. All other trademarks are the orooertv of their resoective owners. 
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CLASSICS (, PUZZLES 


REVIEW • RISK CD-ROH 





I n Ultimate Risk, each time you bat- 
tle for a territory, you are greeted 
with a tactical display similar to 
this one, where there is a lot more 
going on than a succession of 30 mod- 
els in military parade dress. (The terrain 
here is normal, but the tactical display 
will reflect mountains, heavy forests, etc., 
as applicable.) Troop strengths in this 
battle are almost identical, but Green’s 
29 battalions lack the charisma of the 
famous General All Pasha, who leads 
Purple's 32 battalions. Green is in des- 
perate straits over most of the board and 
launches an all-out attack with a frontal 
assault card. Purple would like to con- 
duct a fighting withdrawal, but decides 
against it, as Pasha would lose effective- 
ness should he abandon the Purple capi- 
tal to the enemy (note the capital symbol 
next to the general in the display). 

Thus, Pasha plays an attack card of 


his own and meets the enemy charge in 
the center. Unfortunately for Purple, the 
scales of fate (in the center of the dis- 
pl^) tip dramatically toward Green. Note 
how the display shows Green's forces 
enveloping those of Purple, forcing their 
retreat, and capturing the Purple capital. 
Worse, the brave Ali Pasha is struck 
down! 

Alternatively, Purple could 
have tried defending one 
flank or the other; with a 
smaller chance of losing his 
general. And all is not lost in 
any case, as Purple may 
simply trade three of his bat- 
talions received as reinforce- 
ments ne)ct turn in for anoth- 
er general— provided he can 
afford it, given his worsened 
strategic situation. Keep in 
mind that tactical cards. 


unlike territory cards or mission cards, 
are retained and reused from one turn to 
the next: it’s better to think of them as 
options rather than cards per se. The 
best part of Ultimate Risk is that all of 
these enhanced tactical options merely 
add to gamepl^, not complexity; the 
computer handles all the various combat 
modifiers. 


more human field marshals join in the 
fun, and (here are .several “historical” sce- 
narios to keep things lively for mail}’ cam- 
paigns to come. 

Is there anything to clislikcF’llie docu- 
mentation is minimal, but this is one 


number of terrain tyjies to the mix: desert, 
.swamp, mountain, jungle, forest, and 
even arctic. All of these difficult terrains 
limit the number of battalions (hat you 
may place and give .some advantage to 
the defender. 


ions. l‘ort.s take more damage if not 
enough lioo|3S are assailable to man them. 
I f, for example, a territon,' had but .seven 
defenders, the fort (worth 21) would take- 
hits at three times the nonna! rate. 
Realistic? Well, it is a clever game 



If the game wasn't lough enough for a 
prospective conqueror, defenders may 
build forts that take hits during combat 
and are ec|iii\'aicnt to 2! defeivsive battal- 


mechanie. And let’s be frank; l^.SK is to 
serious wargaming as Monopolv is to 
exacting economic simulations; don’t lose 
sleep o\'cr it. 

Regardle.ss, the fun 
doesn’t stop with forts. 
■^1 liere are famous gen- 
erals w ho pop up. for a 
mere cost of three 
replacement amiics, 
and add their v alues to 
the tactical fray. You 
may play short games 
in which the objective 
is to capture eneni}' 
capitals, eliminate a 
sjiecific pla\ er, or 
mere!}' capture 50 per- 
eent of the known 
world rather than all of 
it. Network and direct 
modem sup|)ort let 


game where an online manual works well. 
About the onK’ thing missing is shuffling 
the cards and picking up the little wooden 
pieces b\' hand. /\nd for the added enjov’- 
ment that comes with Ulii.MNTK Risk, 
that’s a Siicrifice that even old-timers like 
me w ill gladl}' make.^fc 


^APraAL: Anyone who’s ever 
enjoyed Risk, Stratego, or similar 
classics. 

>PROS: The best Ciassic Risk ever 
for the computer. Hasbro took a 
chance with Uitimate Risk, and it paid 
off with a superb enhancement to a 
classic game. 

^COHS: Despite the excellent online 
manual, paper 
documentation 
could be better. 

No right mouse 
button functionali- 
ty or hot keys. 

Fairly high system 
requirements. 
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to one 0 / IB pntalyiiE K-Ears. Ihe latest eaperimalal raclas wMelesI 

Test arm year eretalyee ana enstamie etery aspect at year car’s 
perlaraiaace aslag cattlag-eage ractag leehaalagy. j 

iKperieaee PrtHlaat Ngli res [StlEg] grapMcs at saslaieea fraaie rales, j 
tl-Car Is lae Blast 6caalital sea lastcsl ractag game an Ilia martell 


race lime to, llie streets at Seattle ar araaaa Mayan temples! 

Eeaerale real telemetry aala an lilgli speea ayal, skta paa ar tiaaailng 
tracks la caslamne year car tar aptimam perlarmaace. 

Ike lirsi tree kara care racing slmalaliaa milk an krcaae Maae tar 


irkaiaci 
that car ! . 


Actual IBM screens shown 


• InclailBs Network anil Modem support for multi-player raciop! 


POW£fl£OBY 



Pursue Your Passiun fur Speed 

www.xcar.Goni 


1370 Piccard Drive, Suite 120, Rockviiie, MD 20850 
BBS: 301 990-7552 • Fax: 301 926-8010 
Website: http://www.bethsott.com 


XCar®, X^Gine®. Bad Dog logo and Bethesda Saltworks™ are trademarks ol Media Technology Limited. © 1996 Media Technoiogy Limited. 

All Rights Reserved. All other trademarks. logos or graphics are the property of their respective owners. 
CIRCLE READER SERVICE #389 
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Fleeting Fun 


BAnLESHP Is Surprisingly Addictive, Disappointingly Buggy 

by Mark Clarkson 


Price: $39.95 
System 

Requirements: 486-66 
or better, 8MB RAM, 
SVGA graphics, 
Windows 95, 2x CD- 
ROM. mouse, modem; 
supports Sound 
Blaster-compatible 
sound cards. 
fl of Players: 1-4 
(LAN, modem) 
Protection: None (CD 
must be in drive) 
Designer: NMS 
Software 
Publisher: Hasbro 
Interactive 
Beverly, Massachusetts 
(508) 921-3700 
Reader Service H 335 


I know, 1 know, I laughed too. 

Computer Battleship? Come on! 

I don’t think there is any excuse 
for electronic talking Battleship, 
so 1 wasn’t expecting much from 
1 lashro Interactive’s new “ulti- 
mate naval warfare game.” I’m 
ha|)j)y to rcjwrt that I was pleas- 
antly .suqjrised. l-la.sbro has 
,s])ruced up Ihc old game consid- 
erably, adding island bases, mines, heli- 
co]5tcrs, fighter planes, AWACS, 
cmi.se missiles, new shi|) types and 
tnily fetching 3D cut-scenes that 
nin umlenieath llie play area. And, 
in keeping with the cnizc .sweeping 
through com]3utcr w;irgames, 

BAni.l';si 111 ’ has gone real-time. 

You start each game with a 
gi\ cn number of points to spend 
on ships. Small destroyers co.st 
only 30 points, while a supercarricr 
with its four squadrons of aircraft 
will set you back 200. Each ship 
takes from two to five sc|uares on a 
lOxlOgrid.'niisisa fleet. 

Once placed, indisidiial ships cannot 
be moved. The fleet, on the other hand, is 
free to move about on the larger 64x64 
ocean. ' 1 hink of a 10x10 grid from an old 
Battle.ship game, complete with its com- 
plement of pla.stic .ships, .sliding from tile 
to tile around a large kitchen floor. And, 
depending on the scenario, you may con- 
tml up to four fleets of different configura- 
tions— a carrier group, destroyers for 
mine.sweeping, submarines to harass 
enemy .shipping, and so forth. 


tliat moment. Over time, this snapshot 
becomes less and les.s accurate. 

Carriers can launch planes and heli- 
copters to rcconnoiter over a wider area, 
and fighters can dogfight enemy 
squadrons and bomb land targets. You can 
also launch AWACS “eye in the .sky” air- 
craft from islands you control to reconnoi- 
tcr the surrounding .sea. 

I'inally, enemy fleets appear if they are 
close enough to your own fleets. At the 


although the game ostensibly has hvo 
speeds— fast and slow— 1 w'as unable to 
set the slow speed no matter \s'hat 1 did. 

BAi'tl.KSI tiP theoretically goes head-to- 
head over a local area network, via 
modem, or across the Internet by way of 
MPlayer. But you may find, as I did, that 
you arc unahle to establish a connection 
of any sort for multiplayer action. Worse, 
w'hen ! logged on to MPlayer, 1 found 
BATILl'iSI ill’ as yet unsupported (although 



HOLY FRIGATE Whether viewed from the main screen or in close-up, the fast action and violent 
explosions leave the board game far behind. Let’s hope that Hasbro gets the multiplayer bugs 
worked out soon. 


INTELLIGENCE 

As alwu)^, the kc)' to beating >our 
opponent is finding him. 41ii.s new 
BAriII’.SI III' pmvides plenty of altcmatis es 
to firing blind. In most .scenarios, a spy 
satellite passes ov erhead rcgularh' and 
records the locations of enemy fleets at 


greatest distance, j'ou’ll know' w-hat s()uarc 
the fleet is in but not how it’s laid out w'ith- 
in that .sc|uare. At close range, you’ll see 
exactly which ships are w'herc and can tar- 
get your fire accordingly. Of course, you 
can’t sec which square the fleet is in even 
though you can .sec how' it's laid out. 

Even right up do.se, mosl of your shots 
will miss for one reason or another, and 
sinking larger .ships such as carrieix 
requires multiple hits persquaie. Shi])s 
w'on’t attack on their own, so you must be 
cvciywherc at once, directing each shot 
fired by a coujsle dozen ships and as man)' 
aircraft w'hilc conholling fleet defenses 
and mo\'ing fleets ahout the ocean. 

If )on think WarCrM'T 11 and Ida:) 
Al,Kirr turn into frenzied click-fesLs, )’ou 
should .see a fonr-way, four-ficel game of 
BATnJOil IIP. A.sccnario can play out in K) 
or 15 hectic minutes. Don't hlink. Worse, 


it ought to be in place by the time you 
read this). 1 was all set to hale this game, 
then I was all set to love it until the head- 
to-head bugs and stuck-throttle .speed 
lorqued my jib. Wliilc 1 find tlic single- 
player version fun. I’m also disajjpointed, 
because BA'fll..l'',Sl IIP could have been that 
much more fun mulli]jlayer.S 


^APPEAL: Anyone with a quick 
mouse finger looking for a brisk, real- 
time contest 


Hardly the kids’ game we 
grew up playing, BAmfSHip is an 
addictive game with great sound, 
graphics and a 
high fun factor. 

>COHS: Limited 
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Be cool and in control as you challenge 
car-crushing tourneys and rallies for the checkered flag, repel 
alien Invaders beneath the waves, gain victory "in the hedgerows 
of Hell," take to the sky in a 737, or face relentless space combat 
action. The Microsoft Press® Inside Moves series arms you with 
hints, strategies, and secrets — some straight from the developers — 
that aren't available anywhere else. 


Microsoft® Monster Truck Madness’": Inside Moves 
1-57231-530-X $16.99 ($22.99 Canada) 

Ciose Combat: inside Moves 

1-57231-308-0 $16.95 ($22.95 Canada) 

Microsoft® Deadly Tide’": Inside Moves 
1-57231-306-4 $16.95 ($22.95 Canada) 

Microsoft®Heiibender'": inside Moves 
1-57231-363-3 $16.95 ($22.95 Canada) 

Microsoft* Fiight Simuiator for Windows® 95; inside Moves 
1-57231-362-5 $16.95 ($22.95 Canada) 


MicrosoftPress 


Available in quality bookstores and computer stores worldwide. 


To locate your nearest source for Microsoft Presj® products, r^ch us at 

1 800 MSPREss in the U S , or www.microsoft.eom/mspress/ 






COMPETE l-KtE. 

OVER THE 

Internet 


Run tu.your local 
retailer or call 
□□□-g53-5NDW 


WWW.BLIZZARD.COM 


I lo iIm Inienct. Ploytf s teipomille for ol oppSiobla Iriniwl Im. TouI btiitobmenl Ketmtli, ttH ond ll« TtX lo{« ne Iradeinsib of It Nehtoii:, !«. tB maiti. 
DnUo ond BliMoid Enttrtiimneni me liodemorki g| Dondion t AiHclolei, Im. AS liglih icimved. ©1996 Bbiord EnteiloiRnMnl. 
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Broken Field « 
Runner 

With ’97 Edition, EPS Football Pro Again Shows Its Championship Mettle 



by Dennis McCauley 

Y ou'd li9\e to search a 
long time to find 
another sports title with 
as celebrated a histor)' 
as Siemi’s FitoNT Page 
S rOEi'S: FoaiBALL 
Pko series. With the 
December release of 
Fooilt'iLL Pro ’ 97, the 
Energizer Bnnn\’ of 

football sims is back, this time in a colorful 
new Windows 95 uiiifomi. Once again 
you can take ihe lielin of your fa\orite 
team and enjoy the ride as CM, coach, 
player or all three. Although not without 
occasionally wclklc,ser\'ed criticisms, 
Front Page somehow' keejjs on going and 
going and going... 

'lb be honest, I w'as convinced that this 




W'as the year (hat the batteries w'ould final- 


Price: $54.95 
System 
Requirements; 
486/DX2 66 or better 
processor (CGW 
strongly recommends 
a P90 or better), 8 MB 
RAM (16 MB recom- 
mended), 30-100 MB 
hard disk space, 
Windows 95, SVGA 
graphics adapter, 2x 
CD-ROM drive, mouse: 
supports Windows 95- 
compatible sound 
cards, 14.4 modems 
and network cards for 
multiplayer play. 
§ ol Players: 1-2 
(modem and network) 
Protection: None (CD 
must be in drive) 
Designer: Scott 
Youngblood 
Publisher: Sierra On- 
Line 

Bellevue, WA 
(206) 649-9800 
Reader Service If: 336 


ly run down on this .scrics-and 1 w'a.sn’t 
the only one. Dist year's edition, the end 
of the MS-L90S line, had little to com- 
mend it over 95's CGW Sports Game of 
the Year other than improved graphics; it 
left gamers and indn.strj’ observers won- 
dering if ihe design team was coughing 
up the ball. In the perceived innovation 
vacuum, a hungiyband of competitors 
led by liA, Accolade and O'l ’ Sports 
announced major pig.skin titles of (heir 
own. Now' that Ibe referees arc getting to 
the bottom of the ])iie, however, FroxI' 
Pace still holds the ball. FAs Magden’ 97 
and OT Sjrorts' /\BC: McNllVi’ NlCl IT 
Fooiraei. underachieved, while 
Accolade’s Legemts Nl'1.97 \apor- 
locked, never even making it onto flic 
field. Like a w ell-designed draw play, 
FPSFB 97 has fooled evetyonc, bursting 
into the open field w'hile its compelitors 
grapple all around it. 



W RED ZONE REALISM With the improved SVGA graphics and (finally!) jersey numbers, 
I even the old trap play takes on new life. 


WHAT'S NEW PUSSYCAT? 

'Ihe major buzz w'itb FPSh'B '97 is that 
it’s now a natii’c Windows 95 ])roduct. 

'Ihe transition is seamlc.ss, jirmided sour 
ss-stem files are uji-to-date. 'Ihe game has 
a scry' clean graphic look, and player 
numbers finally adorn the jerseyii, 'Ihe 
player movement is belter than ever, and 
there arc far fewer phantom tackles than 
ill past releases. Sici ni’s league-leading 
Camera Angle Management System 
(CAMS) is back, svitli its infiniidy flexible 
sicss's of on-field action. 'Ihc '97 s'crsion 
has also added leam-specific profiles and 
game plans, making coaching chores ea.si- 
er, but more about that later. 

While the gra[ihic.s arc mostly fine, a 
fesv design zils do manage to blemish the 
game's good looks. I''irsl, if you ssantthe 
game to mn in full screen, you'll base to 
.set your Control Panel to 6d0.s480. At 
800x600 an annoying black border sur- 
rounds Ihc field. On offense, receivers 


rarely seem to catch balls in stride. Es'cn 
in practice mode with no defenders on 
the field, ssidc outs often stop their fly pat- 
terns and wail for the rock to arrive. /\nd, 
in a .shortcoming that's unfortunately iini- 
s'crsal among football sims, I'TSF ’97s sta- 
diums arc totally vanilla. \Vlicii ssil! 
pigskin gamers be treated to authentic 
renditions of classic NhT , venues such as 
Cleveland’s Dog l\)uiic! and Chicago's 
Soldier Field? Arc baseball garners the 
only ones destined to enjoy the graphic 
flavor of their favorite s|)oi1s .slirine.s? 

COACH WITH EASE 

HTSl-' '97s mo\e to the Windows 95 
platfirnn has made eoaeliiiig chores 
decidedly easier w'itb a new 32-bit play 
editor using pull-dow'ii menus and a 
Quick Plan fealnre that speeds up cre- 
ation of game plans. ’Ihc new edition also 
offers team-specific coaching profiles and 
game plans, 'Ihe game’s innovative new' 


A 
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It's ilir Tiiaiiif's t'aU'lul iiij^ln and yon play 
a liriiisli aifi'iii - ilu- key lij>;nrc (.•numj^lcd 
ill a I'acf aj»aiiisi lime lo change ihe coinse 
n( ’^Oili cenuin' liisioiy 



Adranred movemeni pnl-s you on board an 
liLsiorically aceniaie SCW rendiiion ol'ihe Titanic 
as you search (dr clues and secret documents in 
I'nlly explorable SO enviromneius. 



A story ol' intrigue and disaster unlolds as you 
interact with over 2") I'ully atiimated characters 
tvho remember your respotises and ;icl accord- 
ingh’ as ytm criss-cross their paths. 



www.im.gte.com 


A Graphical Advcnuire 

N'isit our \v(‘h site I'or gtmie ini'o, I'ormns, hints, 
contests and dotvnloadable logos, arttvork iuul 
screen sitols T' 

.. 

GTE Entertainment DMIi 


Outwit spies, retrieve stolen documents and change history . . . 
before 90 tons of ice stops you. 


"One of the best new games for Fall 1996. 
— Computer Gaming World 


I "Nothing short of awesome. " 

r — Next Generation 


"Incredibly detailed re-creation. 
— Newsweek 


CIRCLE READER SERVICE #240 
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^ A HARD RAIN'S GONNA FALL It's been a rough 
enough season tor Dan Marino, without his Dolphins 
having to play amidst black rain in the Hoosier Dome, 


S everal bugs in the 
shrink-wrap release 
affect FPSFB 97’s game- 
play, while others tarnish 
its chrome. Sierra is working on its 
usual patch that addresses these and 
other ''issues.” (The patch should be 
available by the time you read this.) 
The game’s new awards feature, for 
example, would be a clever addition 
if players didn't alt-too-frequently 
receive their recognition in the wrong 
conference, in another league man- 
agement issue, category leaders are 
mistakenly based on career stats, 
not those of the current season. And 
then there’s the rain. For some rea- 
son it’s black. (Is this an environ- 
mental statement of some sort?) I 
was even able to make it pour down 
inside Indianapolis’ Hoosier Dome. 

Joi^ticks appear to be vexing 
some users, causing troublesome 
GPF’s at times. At the play-calling 
screen there's no visual cue to 
inform you that you’ve made a 
selection. In previous editions, the 
chosen pl^ was outlined in white. 
This time, you’re left guessing, and 
the resulting confusion can really 
bite you if you accidentally select the 
wrong play, 
in advanced 
action mode, 
an old prob- 
lem has 
resurfaced 
that causes 
unrealistically 
frequent 
blocked 
kicks— some- 
times five or 
more in a 
single game. 
While you're 
waiting for Sierra’s update, drop by 
the player editor and tweak the AC 
numbers of your kickers and punters 
upwanj to fix this one. 


1 abilih’ to create player .sets makes .situa- 
tional substitution a snap. Wint your 
'■good tiancls" ])layers on the field for an 
onsicle kick? Pick the plaj’crs ahead of 
time, save them as a set, and then simj^ly 
send them onto the field wlicn the situa- 
tion arises. ifitOM' P/\(;i';’s new Play 
W/ard speeds up llie Xs and Os, leading 
computer offensise coordinators through 
a fi\'e-,stcp process that includes selecting 
the fonnation, pre-snap logic, pass routes, 
holes and blocking assignments. On the 


candle burning, as will those w ho dreaiied 
of conducting league games o\’cr tlic 
modem. As they used to saj' in Brooklyn, 
wait ‘til next}'ear. 



STILL THE SAME 

'lliosc w'ho ex]x;etcd a radical departure 
from past \ersions of P’RON’r R\CE maybe 
dLsiipiroinled bv the 97 edition, Wtlr tire 
exception of llie new features in lire pla\' 
editor, the game’s fniinework is virtualK' 
indistinguishal)le from last sear’s edition. 

'Hie player graphics 
seem somewhat 


► PLAY-CALLING WINDOWS The move to Windows 95 brings 
32-bit programming, which ieads to easier and more robust 
play editing. 


defetrsive side of ihe hall, the Play Wzard 
walks the user through a complax maze of 
coserages and defensive looks, making 
effective play design much simpler. 

Llnfortunirtely; Sierra muffed a cluince to 
further case coaching ehote.s by failing to 
take ackarrtage ofa Windows 95 staple. Play 
names are still lestricted to eight ciiaiacters, 
which coin])iclcly ignores Win 95’s long file- 
name capabilities. Wouldn't it lx; simpler to 
provide descrijMiv'c ])liry irames rather tlran 
force computer coaches to chew on the 
likes of 266S'rGITI’ while reaching for a big 
play hr the heat of battle? 

Tills y ear’s nxxlei also features tlie long 
sought-after ability to make multiplayer 
trades. Now'yoii can pull off those niega- 
s\\’a|js ofu|3 to 3 [jlayeis jx;r.side.i'\notlicr 
plus is tlie ])rinted manual, which Sierra 
wisely chose to retain rather than going to 
an online help system, [he game’s new 
multiplayer options {niodein, network and 
Intemet) are a welcome addition, hut are 
rcstricted to coaeh-wily mode and exliibi- 
fion play. Gamers w'ho were ho|3ing for mul- 
tiplayer arcade action ^^^ll have to keep the 


eri.six;r, vsith the jersey 
numbers long over- 
due, Some of tire 
mi.ssing features tliat 
CGW spanked tlie 
‘96 edition for ha\'e 
been added here, like 
modem play, w bile 
others, such as a salary 
cap option, didn’t 
make the cut. 

I'rom here it looks 
asifihemoveto 
Windows 95 con- 
sumed Ihc bulk of Sierra’s effort,s, and it 
must be .said that Ihe transition wus a 
smooth one. It kxiks then, as if Sierra’s 
game plan is to tackle incremental design 
changes in suecessii’c editions rather tlian 
to rciiwcnt the wheel in any gi\’en year. Last 
year it was the graphics. This year, Windows 
95 and tncxlem play. Next year? Wlio 
knows? All i know' is that I’ve reiiewed 
pROrVl' PACiC SiYlKIS; ['’oaiMLi. for three 
consecutive years, and I wind ujj saying the 
.same thing every time; it’s still the best foot- 
ball sini on the market. 


^APPEAL: Football gamers of all 
stripes whether they enjoy coaching or 
arcade play. 

>PROS: Great graphics, familiar Win 
95 internee, tried-and-true game sys- 
tem, modem and Intemet play. 
^CONS: Some 
bugs In initial ver- 
sion, including I ^ 

glitches in awards 
and statistical 



leaders, far too 




COW 


MARCH 1997 




These testimonials are from some people 
who have played Soultrap... 


"It's like playing Quake' 
and Super Mario* combined 
in one game, only betterP' 


"The fact that I could change camera 
angles as I played was really cool. 
There's even a smart camera that 
picks the best view for you!" 


"The soundtrack is incredible, so I 
love the fact that I can change the 
music as I play.' 


‘It's amazingly addictive. 

Once you start playing you won't be 
able to stop." 


'You look up, down... "Stunning 3D graphics, an amazing "It's more exciting to play 

360 degrees around you. I've never soundtrack and unmatched playability. . . than Quake'. It challenges you on 

seen anything like ill’ I really didn 't think you could get this so many other levels that it goes 

kind of experience on a PC!" beyond a traditional shoot'em-upf 


"It's the only 3D game I've played 
that has a large amount of strategy 
built into it - Its not just another 
mindless shoot 'em up!" 


But don’t believe everything you read. 
Experience it for yourself. 



SOULTRAP 

Available at fine software retailers everywhere. 

For more Information or to order direct call 1--800>685-3863 or call (416)656-9594 or visit our website at www.microforum.com 

'SOULTRAP* @1996 Microforum Inc. All rights reserved. All other Irademarks and registered trademarks are the property of their respective owners. 

'SOULTRAP* Is a registered trademark and 'MIcrolorum* is a registered trademark ol Microforum Inc. ‘Quake* Is a trademark ol id Software, Inc. ‘Super Mario* is a registered trademark ol Nintendo of America Inc. 
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Both the cars and the 
tracks are painstakingly 
detailed — right down 
to the authentic decals 
and billboards. 


Realistic rear- 
view mirror 
action lets you 
see who's 
coming up 
behind you. 


The competition’s 
Intense as you race to 
overtake NASCAR 
champion Dale 
Earnhardt 


Authentic 
NASCAR 
dashboard lets 
you keep track 
ofyourRPMs, 
fuel and other 
critical 
information. 


Spotter and crew chief 
audio lets you know 
where the competition 
Is as you race door-to- 
door with up to 39 other 
cars. 


NASCAR. Racing is aiso availabie for the, Mac and the PlayStation... 


I E R R A* 


u i 


We re Ming aalltenlK~<lteckovl this legal! 01936 Sierra On-Line. Inc. a and/or”-' rleslgnalelredemarksol. or UtenseOlo Sierra On-Line. Me. All ligtils leserveil.NASCAnsiaiicIng 21s olliclallylicBnsed by NASCAS. Papyrus and Papyri/s logo are trail 
Penske Aving Soullr. Inc. Ceoll Bodine's name anti tire likeness el tne 17 car incluiUng ina OVC Irailemaik ore used under license urllh CSB. Incorporated. Ilie name ol and likeness ol Dave Maids and We name, marks and race car design ol We 171 Mart 
ilgni lo use the name, kkeness and image al Hendrick Molorsports car 124 DuPont Aulomoliie flnislies and Jell Gordon are granted under license Irani JG Motoisports, Inc. The name ol Johnny Benson, the name, marks and race car design ol Bahari Bad. 
logo are legisleied trademarks ol Praetor and Gamhlc and may not be reproduced wiWoul the mitten consent ol Proctor and Gamble. Pioclor and Gamble fiavs licensed these rights lo Papyrus Design Group S name. Name and likeness ol We sw Tide car 
and Eagle are trademarks ol the Goodyear Tue and Bubber Co., reproduced by permission. Pontiac. Pontiac 'Arrowtiead'CmOlem.andGrandPrisaieliadeaierks ol General Motors Corporalioii used under license by Papyrus Design Group, tnc. NAPA Is use 
olBousliB3ciiig.Lironia.MI. Tne Pamily Clannel iradermks PBIUC5TAB trademarks. Boush Badng and Ted Musgraye's name and/orhkeness used by aulhorily ol Boush Bactng. Livonia. Ml. 





Here’s what makes NASCAR. Racing 2 even better; 


• Compete in the 1 996 season with reai NASCAR drivers 
and teams on 16 NASCAR tracks 

• Crew chief and spotter audio alert you to track 
conditions 


• Fast and easy Arcade Mode lets novices jump in 
and start driving immediately 

• Faster graphics in SVGA 

• Officially licensed by NASCAR. 



Learn all about 7-tlme NASCAR Champion Dale 
Earnhardt, as well as your other favorite drivers. 



Now you can personalize your car by creating your 
own unique designs and sponsorships In the 
NASCAR 2 paintkit. 



Change tires, suspension and more to customize 
your car to your driving style. 




See your local software dealer or for a taste of the action, 
download our demo from http://www.sierra.com/games/NASCAR2/ 

Design Giouji. Inc. PfAfSIalian ana llie PlaySlalion logos are Crademarte of Sony Compolei Enlerlaininenl. Inc. Busty Wallaceiname and Ihe liheness of Ihe 12 car, Including llie fo/d Ualorspon logo ate legislered Itademarits used under license willi 
are useO unaei the license willi Uarcis Aulo Hacing. The name of Bobby Labonie. the name and marks of tne Inlerslale Ballerles Company, and Die name, marks and race car design olJae Gibbs Bacing are used under license min Joe Gibbs Racing, The 
ling Ihe irademoili of Pennroll Company, ate used under license with Bahaii Bacing and Johnny Benson, The name end likeness and marks ofes GM Soodivrencft Service slock car and Dale Bemhardl, are licensed wilh Dale Camiaidl, Inc, Tide and Tide the 
se mlhLCB, Inc, Cnettoiei, the Boer Tie emblem, Monie Carlo, and related body design are trademarks of the Chevrolet Motor Oivisioa, General Uolots CorpotoHon and used under license by Papyrus Design Group, Inc. Goodyear land m'nged loot design) 
ilromSAPA, The Atlanta Motor Speedway is a registered uademark, Ihe mar* and Hack likeness are used under license from the Atlanta Motor Speedway. The ValvoUne trademarks, Roush Racing and Mark Martin's name and/or likeness used by auihotity 
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Price: S49.95 
System 
Requirements: 
486DX2-66 or better 
(Pentium recommend- 
ed), Windows 95, 
12MB RAM, SMB free 
hard- drive space, 
256-color SVGA dis- 
play,' 2x CD-ROM, 
mouse. Supports all 
Win 95-compatible 
sound cards. Modem, 
Internet connection or 
network adapter 
required for multiplay- 
er mode. 
tl of Players: 1-4 
Protection: None (CD 
must be in drive) 
Designer/Publisher: 

Maxis 

Walnut Creek, CA 
(800) 33-MAXIS 
Reader Service d: 337 


Green Monster 

Rookie Maxis Sinl<s A Birdie With Strong, innovative Golf Sim 

by Scott A. May 




w HAVE IT YOUR WAY Neatly eveiy view imaginable can be neatly tiled 
I on your screen, with all options available in the handy icon bar 


hull \'la\i.s 
imiiomiced its first 
sports title, 
SimG(X,[', it 
seemed only nat- 
ural to cNpcet— 
given its long his- 
tory' of Lilliputian- 
sized softw'iire 
toys— that the 
game would be, well, iiiiiiic/hirc golf. After 
all, hard-working SimCI’IV citizens deserve 
a little recreation in their chaotic lives, 

/\nd it’s been y'cars since w e’ve had a 
decent desktop version of the Putt-n-Co. 
But no, SimCou-' is the real deal— a life- 
size (so to .speak) links .simulation 
designed exclusis'cly for Windows 95. 
Maxis enters the fray with some exceed- 
inglv stiff competition, iiicluding the new 
MlCROSOFf Coi.,F 3.0, Llcctronic Arts’ 
PGA 'i bun ’97, and Access Software's 
Link.sI,S. 

|-low' does this new' kid on the greens 
slack lip? Remarkably well, thanks to three 
unique features that none of its competi- 
tors has: a built-in course architect. 
Internet play and the first real attempt to 
revamp the oft-crilicizcd “swing mclcr." 
{Accolade’s upcoming Jack Nicklaus 4, 
due this March, will also include a course 
constniction kit.}y\dd a 
slick user interface and 
crisp visuals info the 
mix, and you’ve got a 
suq^risingly strong first 
effort from this golf 
rookie. 

STROKE ME 

Maxis has included 
two 18-hole courses 
witlr the game; 

California’s i^incho l,ii 
Quinta and 1 law aii’s 
Princcvilic Re.sort. Both 


arc precise 
re-creations 
of their real- 
life counter- 
pails. 

designed by 
Robert 'Ifent 
Jonas )r. 

Jones also 
sewes as the 
game’s rasi- 
dent golf pro, 
hosting a 
video tutorial 
on axpert 
course con- 
struction, as 
well as gener- 
al golfing ti[),s. 

Ever since the original Link.s ripped 
the usual ante for golf game,s, photorealis- 
tic graphics have been .something of a ])re- 
occupatioii with gamers. Mo.sl dedicated 
golfers, howes'er, prefer realistic [jcrfor- 
mance over fancy presentation. SlXlGoil' 
offers the best of both worlds, combining 
dynamic swing and ball j)hysic.s with a 
lush graphic display, 'llic links here are 
accurately modeled in tenns of coiir.sc 
clevniions, terrain, and weather condi- 
tions but are not w holly digitized. 


Principle elements such as greens, fair- 
w ays, bunkers, cart jratbs and water obsta- 
clas arc computer rendered, while other 
objects, such as animated golfers, trees, 
bushes and ckibboiisas, arc digitally cap- 
tured, then placed in their appropriate 
locations, 'lire re,siill is a vciy crisp, clean 
display that’s realistic enough, but not 
overdone. 

From the main menu, you can choose 
to practice, ]3la\’ a singlc-jrlayer game or 
start a network game over modem, I /\N 
or the Internet. Preliminary options 
include adding new' golfers (either human 
or computer controlled), with three .skill 
levels, iiscr-dcfincd handicaps, tec posi- 
tion and club selection. Next, y ou choose 
your game ly'jjc (Stroke, Skins and Match 
Play), with toggle .settings for gimmes, 
mulligans and rchits. 

lire main play' screen features a large 
third-person view of the course, with 
options to o\’crlay or tile multiple \ic\v 
windows: tojxlown, profile, landing, pin 
and ball view. W'lth multiple view windows 
open, particularly on slower machines, 
tiiercs a noticeable delay in command 
execution and animation follow-through. 


^ INSIDE APPROACH The Course Architect may look like 
I more work than pl^, but it's a delight for serious golfers. 
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:eems to 

(CLICK) 




ISN’T EXACTLY 
LIKE SWINGING A 
REAL CLUB 


(WHOOSH) 



• TRUESWING- 
L ; MAKES IT A 

■ WHOLE NEW j 

BALL GAME. 

.In most golf CD ns^^n^Hn 
games, they make you 
click three times to set 
your power and accu- 
racy. But Front Fbge Sportf: Gotf'" gives 
you TrueSwing where you actually pull 
the mouse back for your backswirig, then 
thrust it forward to launch your shot 
SO REAL YOU CAN ALMOST 
SMELL THE GRASS. 

Not only is the swing like real golf, 
so is the entire game: Texture-mapped 
graphics duplicate world-famous cours- |y|y|[[Bm 

01996 sierra On-Un«, Inc. . Bellovue.WA 98007.. 


es to within inches. So now you can 
play The Prince in Kauai or the Pete 
Dye Golf Club in Bridgeport, WV with- 
out colleCTing frequent flyer miles. 

IT DOESN'T JUST LOOK REAL. 
IT PLAYS REAL. 

Designed by Vance Cook, the genius 
behind Links 386, this new game gets a 
double ea^e for authenticity: ;^Super- 
accurate, physics-based ball movement 

Fully 3-D on-screen golfer mimics 
your swing ^12 types of play, including 
skins, best-ball.and scramble .;i^Necvrtjrk 
play with up to 255 golfers. Aiy way you 
slice it (and we hope you don't) 
you'll be playing a game that's so IrT^ 
real it's unreal. ju-^ 


designate trademarks of, or licensed to Sierra Or 


To order right diis minute, see your retailer, call 1-800-757-7707, or track 
us down on AOL, CompuServe, or at http://vww.sierra.com/games/fps 


CIRCLE READER SERVICE #111 



REVIEW • SIHCOLF 


Different Strokes 


► 

F orget fancy terrain and multiplayer modes— the 
most important aspect of golf, whether real or 
simulated, is how you swing the club. But how do 
you accurately represent this action on the com- 
puter? One of the earliest golf sims. Accolade’s Mean 18, 
introduced the swing meter, a somewhat clumsy but service- 
able method of simulating backswing, follow-through, hooks 
and slices, The swing meter has since become the standard, 
evolving with only slight variations of design (circular or bar 
style). 

Unfortunately, swing 
meters aren't exacdy 
true-to-life, but rather an 
exercise in often frantic, 
perfectly timed mouse 
clicks, Despite being the 
bane of many computer 
golf enthusiasts, no one 
has dared to offer an 
alternative. Until now. 

In SimGolf, Maxis 
introduces the first 
attempt to change the 
physics of simulated club 
action: the MouseSwing. 

Rather than rely on click- 
and-twitch reaction fim- 
ing, pl^rs now visually 
pull the club head for 
backswing, then move 


forward for impact. It's an ingeniously simple method 
that— theoietically—allows for greater ball control. Put in 
practice, however it can be a confusing system to learn. 

The vertically oriented Swing Indicator displays the ball and 
club head resting on the upper Hit Line. The area below is 
divided into four swing lines, calibrated in quarter marks of 
increasing force. Simply click and hold the club head, pull 
the mouse back for the desired backswing, and push forward 
to make contact. Actual execution is easy, but understanding 
the subtle intricacies can be daunting. Although greater 
control is its aim, some diehard golfers may question 
whether they have any control at all. 

For one thing, the power of your shot actually has less to 
do with the Swing Lines than how fast you push the 
mouse forward to connect with the ball. For example, a 
forceful swing from the 1/2 Swing Line can send the ball 
twice as far as a more casual swing from the Full Swing 
Line. Another frustrating variable is how straight you can 
move the mouse during the follow-through. A little off to 
either side can produce a pronounced hook or slice. You 
can replace the MouseSwing with a more traditional swing 
meter but Maxis’ version is probably the weakest of its 
many incarnations. 

The MouseSwing does offer excellent spin, fade and 
draw control. However, the process of learning this new 
control method may initially put a damper on your game 
while sending your score sky high, it’s a viable idea, and I 
applaud Maxis for their effort, but it may need some fine- 
tuning to become a clubhouse standard. This is definitely a 
case of buyer beware. 



► PUSH IT, BABY Maxis’ new 
MouseSwing is a bold attempt to 
replace the standard swing meter 
but it has some drawbacks and 
requires learning a new system. 


An icon bar nins douii the left side of 
lire screen, offering eas\' access to instant 
replays, a chat window, score card, nnilti- 
inedia lip.s and online dociinicntafion. 
Other options allow' you to adjust v-ari- 
ahles siieii as w'catlier and terrain. Finally, 
you can zoom Ihe main view in or out, 
adjust your aim. and display both an on- 
.screen wind indicator and contour grid. 

Witli the exception of the new 
MouseSwing (see sidebar), SimGoi.Fs 
play mcelianies are pretty standard. 
Screen updates are instantaneous and 
tlie golfer animations arc fluid, llie 
only weak point is that tlic ball remains 
the same size on the tee as it appears 
190 yards down the fairway. Although 
the terrain is nicely siiaded and scaled 
to show distance, this weak representa- 
tion of the ball lends to shatter the illu- 
sion of depth. 


ROLL YOUR OWN 

O'irecl of plaving the same old hole.s? 
If)' designing your own with SimC()|,I''’s 
Cour.se Architect, a .separate program 
tliat interfaces with the game. 

Essentially a CAD program with cleats, 
the Cour.sc /Vchiteet gives von control 
over ever)' aspect of the game. You can 
pick and place terrain styles, objecls, 
elevations, slopes, green sizes, buiikers, 
pars and fainvayshajrcs, among many 
other variables. Ify out your designs 
before plunking down green fees, and 
modify existing courses to incrca.se or 
decrease the challenge. 'I his is absolulc- 
Iv the best course designer to date 
(.Accolade’s ).\CK NiCKLM 'S -f w ill be a 
fonnidabic eliallenger, though), but the 
.'\rchitect’s sleep learning ctmt* may 
scare off less adventuresome players, 
which would be a shame, since it’s one 


of the game’s biggest selling points. 

Overall. SimCoi,!'' is on par with its 
more estal)iislied competitors and offers 
something they can’t: a full-featured 
course conslruelion kit and Internet plav 
(at least until Aece.ss releases a Net patch 
for I .INK.S I ,S). So give Ma\i.s credit; in an 
incredibly crowded field, they’x'e come 
out sw'inging in a big way.% 


^APPEAL: Avid golfers with a desire 
to create their own courses. 

^PROS: Good course designer, crisp 
graphics, the first golf sim to offer 
Internet play. 

►CONS: 

Performance can 
be painfuliy slow 
on 488 systems. 

Steep learning 
curve for both 
MouseSwing and 
course architect. 
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err JUST US, 
ORARE 

PRO FOOTRALL, 
BASEBALL, GOLF 
ASS FISHING 
STARTING 


TO SIMULATE 




WE'RE TOTALLY INTO 
REALISM. REALLY- 
When Sierra came up with their 
first Front Page Sports PC game, FP$: 

Football Pro"*, it was so- true-to-the- 
sport, that Computer Gaming World- 
named it “Best Sports Game” .three 
‘ years running. Now that same kind of 
^naticai devotion to realism is showing 
up big time in ali four FPS games. 

NUTS FOR ACCURACY: 

THIS IS YOUR ASYLUM. 

You’li find the kind of details that let 
you know we’re sweating the small stuff; 

Internet and network play lets you 
compete with people around the world 

01996 sierra On-Line. Inc. , Bellevue, WA 98007. All rights re 
League Baseball Plaj'eri Association. Oinciall)) licensed praduc 
teams Indicated, Super Bowl and the NPL are registered trade 


* f Physics-based ball movement for 
greater accuracy ‘''‘v^Extensive, up- 
to-date stats Down-to-the-inch 
simulation of real-world stadiums, 
lakes, and golf-courses (R) Motion- 
captured, high-resolution movement 
of on-screen players and action 
AS REAL AS HUMANLY (AND 
■ COMPUTERLY) POSSIBLE. 

If you want to see the games that 
blur the line between your comput- 
er and the rest of the sports world, 
grab some free demos and 
screen shots at www.sier- [rf^ 
ra.com/games/fps, and then 
get real. 

or designate trademarks'of, or licensed to Sierra On-Line, Inc. Loco O MLBPA Officially Licensed by the Major 
d NPL Players. Copyright 1996 Players Inc. Team names, nicknames, logos and other Indicia are trademarks of the 
aiional Football League. I99e NFLP, Stats'" is a trademark of Sports Team Analysis and Tracking Systems, Inc. 



SIERRA* 


To order right this minute, see your retailer, call I -800-757-7707, or track 
us down on AOL, CompuServe, or at http://www.sierra.com/games/fps 
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Price: $54,95 
System Requirements; 

486/66 or better 
processor (Pentium 75 
or better recommend- 
ed), Windows 95 or 
MS-DOS 5.0 or 
greater, 16 MB RAM, 
22 MB hard disk space 
(98 MB recommend- 
ed), 320x200 VGA 
graphics (256-color 
SVGA display recom- 
mended), 2x CD-ROM, 
mouse; supports all 
major sound cards, 
wheel/pedal combo, 
joystick, 9600-baud 
modem or greater (for 
multiplay), 
H of Players; 1-8 
(modem) 
Protection: None (CD 
must be in drive) 
Designers: Papyrus 
Design Group 
Publisher: Sierra On- 
Line 

Bellevue, WA 
(206) 649-9800 
Reader Service It 338 


The Great Race 



Sierra Revs Up NASCAR Sequel With Host Of Outstanding Improvements 

by Gordon Goble 



ill) a track record 
that includes land- 
marks such as 
INI^IANAPOUS 500- 
TnisSiMUwrioN, 
Ind’iC,'\)iR'\cinc: 
and NASCAR 
RaCINC;, it’s hard to 
imagine that 
Phpmis Design 
Croup is capable of building aintliing less 
than a winning race sim, i-x;t’s face it: 
Dave Kacmmer, Adam L>c\'c.s(]uc and 
compaii)’ know all about \'er\’ fast, ver\' 
authentic coinputerized automobiles. 

Be assured that P.i|))TiLs/SierTa’s 
N/VSCAR Racing 2 continues down that 
near legendai}' road ofglor}'. Dkc lNn\C.AIt 
II, NASCAR 2 is a sequel to what wns 
aliead)' an ouLstanding game. But unlike 
IndaCaii 11, this is a nearl}' wholly rcsised 
exercise — one that’ll make it imixKsibIc to 
go back once you’se checked it out. 


CHROME JOB 

'1 he upgrades are obsious from the out- 
set. with a menuing ssstem that's far more 
intuith e and sopliisticatcd than that of 
NASCAR 1. Mo.st intriguing is the 
Dris er’s Info section, w hieh includes full 
stats and head shots of all participants 
(yes, that includes one Mr. liairuhardt), 
and access to the revised car paint ulilil)'. 
/Mthough it’s still fairly pLxelated, the 
NASCAR 2 |3ainl shop will let you cus- 
tomize your car the w'ayyou w'ant il. 

’Ihe NASCAR 2 garage, meanwhile, 
displas's all pertinent details on a single 
screen and looks a little like a crew chiefs 
clipboard. A Comments section for each 
specific setup is a nice touch, but, in keep- 
ing w ith real life NASC/M^ mandates, 
adjustments to the front air dam and stag- 
ger are no longer pennitted. 

Addressing one of the more \ ociferuus 
complaints about NV\SCAR 1 — that of 



N ◄◄ !!► ►► ►! 

ttnn giTawma UTan.mia 


C^t Save Load Delete Return 


w LAST LAP TAKEN It may not be of much use after incidents such as this, but the 
I NASCAR Racing 2 replay now comes with tons of vital information. 


"it's loo haid!”— Papyrus has compli- 
mented auto-braking and aulo-shifling 
with steering assistance and, believe it or 
not, a [Hire arcade mode! No\s', doii’t go 
getting \isions of D.wrONA USA in )’our 
head, hut the arcade mode certainly 
removes some of the four-tire duiamics of 
a full simulation, and gives the less patient 
(.skilled?) dris ers a chance to mn in the big 
leagues. Too bad arcade laji times stand as 
all-time track records— this is something 
Pa[))TUS shouldn't have allow ed. 

TOO REAL 

But for those of us who 
hunger for cufling-edge dri- 
ving realism, NASC/\R’s 
never been belter. Although 
Pap)Tiis has managed to do 
away with some of the more 
difficult (read: irksome) 
traits of the original, they’ve 
rcjjlaccd them w ith far 
more authentic yet no less 
taxing tests. No longer will 
you find yourself burdened 
with cold tiros at the green 


flag while ihe eomputer cars streak away, 
an unrealistic w'aggle through light turns, 
or brakes that just don’t work. And you 
can forget about grass that feels more like 
ice. 

Whatx ou will find is a car with enough 
pow er lo lot \ou do standing-start 360.s, 
something that’ll gel \ ou out of some tight 
predicaments on the track and in the pits. 
This perfonnance is enhanced with better 
brakes and more race car-like handling— 
this isn’t a modified street car and it doe.s- 
n’t feci like it aimnore. 
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NASCAR RACING 2 • REVIEW 


O ne of the best things about NASCAR 2 is that 
the tracte have been significantly ^tered and 
improved over the original version. R)r starters, 
hie new game ships with sixteen circuits. 
That’s seven more than the original, and although licensing 
issues still block the inclusion of the storied Daytona 
Speedway, there’s more than enough variety (including both 
hie Watkins Glen and Sears Point road courses) to keep any- 
one occupied for a long time, 

Spealdng of Watkins Glen, there is perhaps no better spot 
to check out the big changes Papyrus has ftimished this time 
around. When you first hit the track, you’ll notice a furious 
ahention to detail-buildings, tcwers, clouds, distant famis and 
even the individual leaves on a tree. There’s far more shading 
too, on objects like grandstand supports, foliage, signage, and 
more. Even track texture, vi^ich has been there all along, has 
been improved so it really does simulate blurred pavement. 

Virtually eirerything in the game has a navfound clarity with 
a lot less “sparkle, ” from the rear bumper of that fer less 
angular ^d jagged car ahead to yon silo on the horizon. 
Interestingly. Papyrus has managed to package ail this stuff 
with an improved frame rate, one that had me running high- 
resolution, full-field races at the Glen with all but grass detail 
cranked wide open, 

And the good news doesn't end with hot graphics. NASCAR 
2 offers a schedule brimming with character-laden tracks, 
while narrowing the gap between the frustratingty difficult and 
the apathetically easy. At the Glen for instance, that horrid 
Inner Loop has been widened and marginally “de-kinked,” as 
a result claming far fewrer victims than in the past. At 



► WATKINS GLEN = CRUMPLED HOODS That Speed and 
gear overlay on the left may be switched on or off in-game. 

I So can those tire temps, but they’re far more valuable, 

I especially on ovals. 

Phoenix, the desert demons have been completely exorcised 
and it’s suddenly become a great track. Just try blasting out 
of the pit exit then hurtling through its dog-legged back 
straight— a veritable impossibility in the past— and you’ll see 
what ! mean. 

But while traditionally tough courees are less intimidating, 
the mundane “easy" tracks have a new edge that make them 
that much more compelling. Wide multi-grooved NASCAR 1 
courses tike Michigan and Talladega for example are still wide 
but far less grooved in NASCAR 2, with an apron and low line 
that can be positively heliacious. Stand on it and turn left? 
Hardly. Darlington too has seen a ton of refurbishing, and now 
you’ve got a no-banked low line that transforms abruptly to a 
high-banked high tine, something that's sure to keep racers 
honest and up near the wall. 


about the two cb/cii drivers out 
there witli \ou? Well, for the most part, 
they're up to Paps tils’ high /M standards, 
but some of what was broken back in 
N/\SCAR 1 hasn't been fixed in the 
sequel. This means it’s entirely po.ssib!c to 
have a full train lined up behind you fol- 
lowing a spin, the |50or numb.skulls getting 
diagonal and knowing not where to go. It 
also means they may refuse to recognize 
your existence if you've done something 
stupid, like get wobbly along the apron. 
Should a pilcup occur, there’s a bevy of 
crash sounds that vary depending on the 
severity of the incident. There’s also a nice 
ka-clnink when shifting, improved wheel- 
.spiu noi.se. and mo.sl im[X)r1antly, the talk- 
ing crew chief/spotler. 

/■Ml )'cs, a gu)’ who’ll undoubtedly save 


your bacon time and time again. lie’ll 
guide you tlirougli traffic ("Car high! Still 
there! Clear!’’), around accident scenes 
("Watch that crash straight ahead. Sfa)' 
low!”) apprise you of current status (Okay, 
those tliree cans ahead are forpo.silinn.”) 
and both berate (“Wliat a bonchcacl 
move!”), or congratulate (“You just won 
yourself a race. Dinner’s on me,”). Me can 
be adjusted or turned off, but since he’ll 
do everything for yon but save your cur- 
rent race (where did that feature go?), he’s 
better left on. 

NASC/\R2 ships with su])port for 3D 
accelerator boards ba.sed on the 
Rendition chip, and is reaclv' for 32-player 
Net racing via 'LIH.N. when that. system Is 
up and ninning later this year, \Mien you 
factor in tlic tvpically stunning Ripvms 


repiav mode that now gives current posi- 
tion and stats throughout and flic usual 
su])crh crash effects and break-ajjart cars. 
NASCAR Riicing 2 is one lieil of a ride. % 

^APPEAL: Anyone with an apprecia- 
tion of what it takes to modify and race 
stock cars. NASCAR Racing vets looking 
for more excitement and realism. 

^PROS: Graphic detail and clarity that 
blows away any otiier Papyrus game to 
date. Exceptional car model and more 
sensible track depiction. Less quirks 
than the original and a second pair of 
eyes to help you 
through. 

^COHS: Basically 
wonderful Al goes 
wacko under 
unusual circum- 
stances. No save 
race feature. 
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THEiOPEN 

CHAMPIONSHIP 


O Realistic weather 
conditions that 
impact play 


O Spectacular graphics 
with 3-D course objects 


O Real-world ball flight 
physics 




L.OGIES. 


O Multi-round 
tournaments with 
actual British Open rules 

O Compete as or against 
8 featured pros 

O First-ever animated 
interactive caddie 

O Play-by-play and color 
commentary by ABC's" 
Jim McKay with over 
5,000 unique phrases 

O Fully animated, 
reactive gallery 


O TWO legendary courses: 
St Andrews & Royal Troon 


0 1996 Looking Class Technologies, inc. Licensor and the Software Product is distributed under the autbonzation of The Royal & Andent Coif Club of St Andrews. St Andrews and Royal Troon Courses are l 
by permission of the St Andrews Links Trust & The Royal Troon Coif Club. The Open Championship Logo Is used under license from 'The Championship Committee Merchandising Ltd.' 

All other trademarks and trade names are properties of their respective owners. All rights reserved. 


CAnui 

Compete in the first and oniy officiaily iicensed, 
championship tournament golf game... 

British Open Championship Coif 




Some golf games let you play against the pros. Others take 
you to famous courses. But only one captures the drama, 
excitement and intensity of competing against world-class 
professionals in the greatest international tournament of 
them all — British Open Championship Coif” 

Played on a breathtaking recreation of Scotland's legendary 
St Andrews and Royal Troon 
courses, British Open 
Championship Golf" is the 

most exciting golf simulation ever. Test your skills against 
towering bunkers, monster greens and deep rough. 
Compete with more than 50 of the world's top pros. 
Battle Scotland's unpredictable weather. See and hear the 
crowd react to your every shot. Enjoy live play-by-play 
commentary by ABC's”Jim McKay. There's even an interactive 
caddie you can turn to for advice. So when you're ready to stop playing a round. ..start 
playing British Open Championship Colfl 



BRITISH OPEN 

GET INTO THE OPEN 

www.britopen.com 
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REVIEW • DAYTONA USA 


Jit 



Price: S44.95 
System 
Requirements: 
Pentium 90 or better, 
Windows 95, 16MB 
RAM, 2x CD-ROM 
drive: Windows 95 
compatible sound and 
peripherals supported. 

# of Players; 1 
Protection: None (CD 
must be in drive) 
Designer: Sega of 
Japan 
Publisher: Sega 
Redwood City, CA 
888-SEGASALES 
Reader Service if 339 


Penalty Lap 

Some Coin-Ops Are Better Left At The Arcade 



by Gordon Goble 

iic coin-op version of 
Dintona USA, with that big 
screen in front of yon, a 
force-feedback steering 
wheel and foot pedals, huge 
sound and a real person lo 
drive again.st, is arcade racing 
at its iinmensive best. Now 
Sega offers a little of that big- 
tiine stock car excitement to 
coni])nier gamers with D.'Vi'rON'.-\ USA. 
Unfortunatcl); that’s just what \’ou get — a 
little of the e.\eitcnient mixed with heavy- 
dnh' system recjuircmcnts, inexcusable 
control problems, and lotsofconfirsion. 

ENGINE TROUBLE 

You’ll need a bcch’ machine just in get 
to the starting line. E\ en the recommend- 
ed INO witli 16MB R-VM may not be 
enough; with just that system, I was 
forced to go w ith a small, ])ostcarci-.sized 
window for all on-frack action. Wor.se, by 
selecting a joystick as my control device 
and as,signing the forward/backward 
motions for acceleration and braking (a 


naiur.il move for a x’eteran racer), no 
longer could I toggle through the game’s 
menus. In the end, 1 got pretty' good at 
choosing the keyboard for menuing, then 
.switching to the stick for driving, but it 
was uncomfortable to say tlie least. 


'Iliegame 
refused to 
remember my 
button/axis pref- 
erences after 
.sliutdow'ii,so I 
had to reenter 
everything each 
time I played. In- 
complete? Odd? 
i low’s about a 
pmgram that calls 
a joystick a “PC 
handle”? 

k’or that matter, how's about a manual 
that say's "Press ACP or 1‘’9 to access this 
menu" when the lA) key doesn’t do a 
thing? l-low'’s about a Win 95 game that 
doevsn't acknowledge the existence of a 
mou.se? Rnalty, in bold lettering, there’s 
the “Defficulty' Level” .setting. I difinitcly 
had .some defficulty with that one. 

With such hurried pre-Christmas pro- 
gramming evident throughout, the racing 
seems almost secondary'. liow'cver, 
D.WtDNA does offer decent 5D textured 
maj)|)ed graj^hics on a ])ar w'ilh, 
.say. Interplay’s WiitPiASt I, multi- 
[)le \iewer perspectiscs (including 
in-car without mirrors), end-ox er- 
end crashes, and an interesting 
driving model that rides the line 
between simulation and [)iire 
arcade — just like the coin-op. 

But though the racing is rela- 
tively' entertaining, it is limited to 
just a trio of tracks. And, the pro- 
gram does not offer qualilying, 
custom car modifications, or any- 
tliing other than single one-off 
races — so you can forget about contest- 
ing a full series of ex'cnts. Plus, multiplayer 
driving is not supported— we’re not down 
at the arcade any'uiore, Tolo. 

A "PC mode” has been added for this 
[)orl, one that asks you to win the race 


rather than am the circuit and hit the 
checkpoints before time expires. It’s a nice 
touch, as is the optional manual (ranny 
and cars that can spin out and ev en drive 
backward. Unfortunately, your vehicle vv ill 
merge through oilier cars at times rather 
than collide with them, c.spccialK' when 
back-tracking. Dang, No NASC/\R 
R\ClNG-type head-ons here. 

Tlirovv in some insipid Beach Boy'S- 
type sy'iith music (this must be the only 
game that could s]Dawii an entire tune 
from tlie phrase "Rolling Start”!), out-of- 
sync ciigine mmblcs and cho[>]3ed audio 
clips, and D.AiTONA USA becomes a slop- 
py stock car exercise that jiaics in compar- 
ison to NASCAR R\c;inc 2’s arcade 
mode. Consider y ourself warned. % 


^APPEAL: Coin-op vets who want to 
spruce up their game without drop- 
ping money for each attempt. 

^mos: Looks and piays just like the 
arcade game. With wheelspin, drifts, 
and sensitive steering, offers a middle 
ground between arcade and sim dri- 
ving models. 

►CONS: 

Horrendous control 
implementation, no 
multiplayer mode, 
and a sense of 
incompleteness to 
the entire program. 





cew 


HARCH 1997 






*^V^HnfT^!^Bi 


VW?4/wV 


. v ;<T 7'li 


/vil 








MORE THAN 10 CAMERA ANGLES & DOZENS 
OF PUT OPTIONS. 


RON-N-GUNWITHl-APUTERSONPC, 

l-OPUTERSONPUySTATION. 


64 TEAMS SSTADIOMS TO CHOOSE FROM. 


TOP ZO NATIONAL CHAMPIONSHIP TEAMS OF 
ALL-TIME. 


PUT CALLING ON THE FLT. 


^ HOT* 
GAMES* 

SWEEPSTAKES^ 


mindscapegames.coir 


PlayStation 


@1997 Mlndscape, Inc. All rights reserved. Mindscape Is a registered trademarti and Mindscape Sports Atvanljgi; 
and the MSA logo are liademaiks of Mindscape. Inc. The NCAA and Final Four are registered trademarks ol the 
National Collegiate Athletic Associatloia and are used under license by Mindscape, Inc. Windows is a registered 
trademark of Microsoft Corporation. PlayStation and the PlayStation logo are trademarks ol Sony Computer 
Entertainment Inc. All other trademarks and registered trademarks are the property of their respective holders 
No purclrase necessary. Must be 18 or older to enter. Open to legal residents ol the U.S. and Canada. Void in 
Province o( Qirebec, State of New York, State of Florida, and wherever prohibited by law. The sweepstakes begirrs 
k Marcli 1,1997 and ends February 15, 1998. Come to our site for the official rules. 
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A Fine Cuban 


It Flies Like The Real Thing, But This Hog Has Warts 

by Robin G. Kim 



Price: S34.95 
System 

Requirements: 486/66 
or better, 8 MB RAM. 
40 MB hard drive 
space. SVGA video 
card, CD-ROM drive, 
Windows 95; lull sup- 
port for DirectX 2.0 
drivers, Sound Blaster 
16-compatible sound 
card 

# of players: 1-8 
(modem, IPX, or 
TCP/IP, one CD 
required for every two 
players: additional 
players can license the 
use of the same CD 
for $15 each) 
Protection: None 
Designer: Eric Parker 
Publisher: Activision 
Los Angeles, CA 
(310) 473-9200 
Reader Service d: 340 


he VVarthog; it .souikIs mean, 
it looks incaii, and w ith the 
big^e,st airborne gun in the 
world and SO percent more 
ordinance than a b-l. it is 
mean. When the name of 
the game is close air support, 
thcA-lO'lbundcrbolt II has 
no peer, nc,spiie the A-IO’s 
popnlarit)' among flight sim 
fairs, the only serious treatments of it have 
been for the Macintosh, in the form of 
IhrsoftsA-IO AfiACKland its sequel, A-IO 
CliltA! Will Activision’s Win 95 port ofA- 
lOChiUAl, PC owners 
finallvgcla chance to 
check out the simula- 
tion engine Mac fliers 
have been bragging 
about lor .so long. 

Because A-IO 
Cum! is priced more 
like a mission disk than 
a full game, it .should 
not be snr|)rising that 
.some sliortcnts ha\e 
been taken, the mo,st 
obvious and lamenta- 
ble Ix-ing the lack ofa 
printed manual. 

Doeumentatioi! is 
iirstcad provided as a 
Window's help file. 

Corners have also 
been cut when it comes to gameplay, but 
mostivon the infrastmeture sidc.A-10 
includes just four simple training missions 
plus a dozen canned combat missions in 
Cuba. It has no support for campaigirs, 
pilot careers, or flight planning (iiiough 
you are able to make your ow'ii w'cajjon 
selections), Mi.ssion debriefing consists 
merely of a "you w'in/yoii lo.sc" massage: 
no .scores, no kill stati,stic,s. The focus of 
this sim is dearly on what happens after 
you've hopped into the cockpit. 


INTERACTIVE COCKPIT 

Tlie first thing that .strikes you when 
you enter the plane is the mcticulou.sly re- 
created instrument panel, which contains 
so man)- gauges and indicators that a 
look-down \iew is nccessan,- to take them 
all in. Supplementing the coinplele .set of 
key commands, almost ever)' button, 
knob, dial and handle can be manipulated 
w'ith tbe mouse— a welcome option for 
players who hate memorizing kc)'s and 
prefer a more hands-on feel. 

Lxioking around from the cockjrit is 
done by j^anning among 64 evenly spaced 


dew directions. The s)’stcm is adequate for 
navigating and attacking ground targets, 
but its narrow field of view and huge blind 
spot overhead make it entirely unsuitable 
for dogfighting, T he flat-shaded polygon 
W'orld beyond the canopy looks [srimitive 
by today’s standards, but exhibits high 
640x480 frame rates com|)ared to most 
lexliirc mapped sims. [\mlium 90 and 
faster .sy stems can get smooth uj^dates 
even at 1024x768. To maintain a good 
frame rale when perfomiancc would oth- 


erwise bog down, the graphics engine 
cheats a bit b)’ slowing the passage of 
game lime, sometimes by a factor of two 
or more, but lhe.se time waqrs usually 
aren’t noticeable, 

/Mthough the terrain looks rather 
ebunky, it’s varied enough to make for 
interesting low-level flying. Sbmbs and 
trees ap|3ear w'hen y-oiirc close to the 
ground, prov'iding good altitude references 
di irii ig (lav'light missions. Object graphics 
are well done, .showing such details as 
external ordnance, lutating turrcLs, and 
mov'ing contiol surfaces on all A-lOs. 

CLEARED TO TAXI 

Most sorties start with 
) ou in or near a hangar, 
ready to taxi out onto the 
runway with the other air- 
craft accompanying you on 
Ihetnission.’lhis isanice 
touch of realism, but the 
process sometimes takes 
minutes and there’s no way 
to .skip past it. Once in tbe 
air. you’ll be treated to a 
truly state-of-the-art flight 
mode! that perfonns realis- 
tically acro.ss the entire 
range (if speeds, altitudes, 
0-!oads, and weapon con- 
figurations. Regrellabl)', this 
wonderful flight model is 
hobbled by deficient joy-stick handling 
routines that make fine control difficult, 
create centering problems on many PCs. 
and cause rudder pedal in[)uts to be 
reversed. T he,se flaws ruin what would 
otherwi.se be a pleasantly fluid feel, and 
can make aiming weapons an exercise in 
frustration. (A patch is in the works to 
impnne joystick rc.s])on.sc and fix the rud- 
der pedal reversal, and it should be avail- 
able on Activision’s Web page by tbe lime 
you read this.) 
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CH PRODUCTS 

970 Park Center Drive • Vista, CA 92033 
Phone 619 598 2518 • Fax 619 S9B 2524 
hltp://vmw.ehproc{ucts.com/ 

America OnLIne: Keyword: CH Products 
CompuServe: Go GAMEOPUB 


AvallaUe at: American ADO lnc.> American TV • Best Buy • Bits & • Circuit City • Computer City 

Computer flpMs • Comp USA • Compularware • Egghead • Electronics Boulique • Elek-Tek • Fry's Electronics 
• The Goodbye • Incredible Universe • Infotel • Ingram Micro • J & R Computer World • Jetstream • Lechmere 
• Media Play • Micro Center • Montgomery Wards Electric Avenue • Nobody Beals the Wiz • Office Max 
• PC Connection, Inc. • PC Tronic • Ricom Electronics Ltd. • Sears • Software & More • Software Plus Ltd. 

• Susteen • Ultimate Electronics • United CD-ROM • Wal-Mart 
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REVIEW • A-IO CUBA! 


T 


he mosl impressis’c aspect 
of A-lO’s\irtiial woik! is 
tjie \ erisiniilih.icie of its 
basic ph)'sics niocieiing. 
Fis’ci}' object seems to tiav'e real mass 
and responds appropriately to forces 
exerted on it. Thus, your A-10 leans to 
the outside when taking a turn a bit too 
fast on the taxivvay, and it may even start 
to skid. Hit the wheel brakes to regain 
control and the nose will dip, \Vlien 
landing, if you touch dowo too hard or 
while improperly aligned, your gear may 
collapse or it may only bend, lemaining 
usable bi it frozen in place, for Uie dura- 
tion of the mission. 

Shock waves from explosions are also 
well represented. If an enemy Su-25 
attacking your base drops a bomb a short 
distance away, )Our plane might be 
shoved to one side by the blast, in addi- 


Fun With Physics 


tioii to anystniclural and 
sj-stems damage it sus- 
tains, In the air, the same 
can occur from near mi.s.s- 
es b\' flak or SAMs. 

'llicph)'sic,s model 
manifests itself in flight in 
a varietyofinlcresting 
w'ays. Weight and drag 
effects for externa! ord- 
nance take into account 
the placemeiit ofeach 
weapon, so a,s\inmetric 
loads will cause a .slow roll 
to one side, 'llie mas.sive 
9{){){)-ib recoil of the 
CJAU-.S Avenger ^Onim cannon causes a 
noticeable deceleration when fired, just 
as v’ou’d ex|)ect, ai id the rounds arc 
downward due to gravitv'. Most remark- 
able of all is the way the plane handles 



TAKES A LICKING The Warthog soldiers on despite 
tremendous damage. Just don’t use your A-10's 
split-aileron style air bral<es with half a wing missing 
unless you enjoy flying sideways. 


with parts of its wings and/or tail blown 
off. Dealing with the re.sultingroll and 
y^wmov'cmenls rec)uires carchti han- 
dling to avoid stalling out. 



^ UP CLOSE AND PERSONAL Even the most resilient enemy 
I tanks are no match for the A-10's powerful 30mm cannon. 

A wide assortment of ordnance hpes is 
available for each mission, from clii.ster 
bombs to Maverick missiles. Some 
weapons are simulated with great accura- 
cy— bombs, for example, can be drop])cd 
singly, ill pairs, or rippled with a user- 
defined interval between each release— 
but otlicrs arc less than realistic, 

Mav'cricks cannot lock onto targets, great- 
ly reducing tlicir effectiveness. I lyper- 
vclocily rockets are present, even though 
tlicy never saw production, and unlike the 
laser beam-riding prototypes, the ones in 
A-IO arc unguided. 1 lAl^VLs (high-speed 


anti-radialioii missiles) can aki be carried 
ill the sim, but not on tlie real plane. 

MISSION IMPOSSIBLE 

Sticklers for accuracy iniglit wish to 
avoid loading w'ca)X)iis unavailable to real 
A-IO pilots, but most of the combat mis- 
sions arc already extremely difficult due to 
llie high threat level and multiple objec- 
tives you must accom])lish and would be 
virtually iiiipo.ssihle willioiit taking along 
at least some ! lAKiMs. Missions are made 
ev en tougher by the realistic lack of mis- 
sile launch warnings— you must spot (he 
telltale smoke trail vourself— and the 
need to idenliffair targets visually. 'lire AI 
of enemy air and ground units is outstand- 
ing, but your vvingnien and escorts are just 
as capable. Untortnnalcly, tlicrc Ls no way 
to communicate willi your winginen or 
other fliglits. 

'Ilie game includes smooth mnning 
network ami modem play for those who 
lire of malcliiiig wits willi a com[)iiter, hut 
it sipporls only air-to-air dcalh- 
iiialches — not exactly in keeping witli the 
plane's inlended piiipose— and lacks a 
elral feature. Hie dueling ein'inonmenfs 
range from the mundane to tlie other- 


dk 


vvorldl)'; one arena involves low gnivity 
combat in an asteroid field! 


DEPTH OVER BREADTH 

A-10 Cl IRA doesn’t liave mucli breadth, 
and aitliough its niLssions are .sufficiently 
complex to warrant trying different 
approaches and the environs arc interest- 
ing cnongli to encourage exploration, 
replayability' is still relatively low', Wluil the 
sim docsofferis a limited- hill intense, 
immersive, and realistic — c.x|jeric'nce that 
.should appeal to hard-core flight sim 
experts w-bo are up to tlie significant chal- 
lenges it presents. % 

^APPEAL: Veteran flight sim players 
desiring exceptionally challenging 
missions in a realistic environment; 
die-hard Warthog fans. 

^PROS: Interesting missions, great 
flight model, excellent AI, fast SVGA 
frame rates. 

^COHS: No campaign, limited replay 
value, quirky joy- 
stick handling, no 
wingman com- 
mands, inade- 
quate cockpit 
views, no printed 
manual. 
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THINK FMV SUCKS? 
THINK AGAIN. 



Think about fast, seamless 
15 frames per second 
video -even on a 2X drive! 
Think about an Immersion 
Engine™ projecting live 
action so fast you'll 
make split second 
decisions just to 
stay alive. Think 
about 5 CD's 
packed with 


adventure, puzzles and 
special effects! It's all in 
A Fork In The Tale™ 
-the new game that's 
so fast, so interactive 
you're killed 6 times in 
the first 10 minutes. 

If this game doesn't 
change the way 
you think about 
FMV* nothing will! 


^ Full Motion Video 

NOT CONVINCED? GET THE FREE DEMO. 


YOU’LL MEET THIS GUY. HE’D LOVE TO REARRANGE YOUR JAW WHILE 
SETTING YOU STRAIGHT. CALL 1-888-GET-DEMO WHILE SUPPLIES LAST! 



Yeah, they're beautiful babes These marauding kingsmen Up for a little face stomping? 

in fur bikinis. (Unfortunately, need a hand. (Your hand! (Before Geebo-yeah you 

they want to kill you!) And then they'll kill you.) guessed it-kills you.) 




Thanks to me and half a dozen other outrageous stand-up 
comedians, there are so many laughs in A Fork In The Tale 
that PMVnow stands for Funny With My Voice!’ 


A FORK IN THE TALE. 

A HILARIOUS LIVE ACTION ADVENTURE. 


Call 1-800-771-3772 
for Game Rating Information. 
CIRCLE READER SERVICE #48 


Starring funnyman 
Rob Schneider as the 
voice of the hero. 


www.anyriver.com 


AnyRiver Entertainment’' and A Fork In The Talu" arc Ifadomarks ot AnyRiver Entertainment, Inc. Inuiiersion Engine™ is a trademark of Advance Reality interactive. 







BEHER PERFECT YOUR 
MOUES, CAUSE THERE ARE 
63 NCAA CHALLENGERS 
WHO WANNA GO, TOO. 


ro THE DANCE? 



It’s a college dream come true. 

It’s about adrenaline. Bragging rights. 
And wall-to-wall basketball. 

Welcome to the nirvana of college 
hoops. 'Fhe Big Dance. 

The NCAA Basketball 
Tournament. 

It’s 64 of the top 
Division I teams in the 
countiy. Playing in their own 
arenas. With all the excitement of the 
college crowds and rivalries built-in. 

.And artificial intelligence so advanced, 
your players’ skills actually improve as 
they go from true freshmen to sawy 
seniors. 

Consider this your official invitation. 
An “at-large” bid to the celebration drey 
call March Madness? 

Lace up your high-tops, Cinderella. 
’Cause you’re going to the dance. 



Entertainment 



CHECK OUT OUR WEB SITE AT 
HnP;//WWW.IM.GTE.COM 
SEE YOUR LOCAL RETAILER OR ORDER DIRECT BY CALLING 
800-GTE-T0DAY. 



©1997 GTE Vantage Ini. All lighli leseivcd. The GTE logo ha legrsteied liadentoik of GTE CoipcKolien. 
The HEM and HEM logos ore reghlered tiodemoiks of the Nalionol (ollegiate Athletic Assodotion and 
used under liieitu: by GTE [nlerlolnmenl. All loom icons, logos and insignias that oppear aie Irodemarks 
of the NEAA and/or ils member inslilulions and are proleited under the tiademork and copyright lovis 
of the United States of America. 
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Price: S50 
System 
Requirements: 486- 
100 or better (Pentium 
133 or better recom- 
mended), SMB RAM 
(16MB required for 
640x480 resolution). 
4x CD-ROM drive, MS- 
DOS 5.0 or greater. 
30MB hard-drive 
space, 256-color SVGA 
graphics; supports 
most joysticks, rudder 
pedals, throttle con- 
trollers, and Sound 
Blaster-compatible 
sound cards, 
H of Players: 1 
Protection: None (CD 
must be in drive) 
Designer: Bob 
Dinnerman 
Publisher: Mission 
Studios 
Inverness, IL 
(847) 202-3951 
Reader Service d 341 


Lightning Strikes 

The Third JetFighter Is Less Authentic But More Intense 



by Scott A. May 

i.ssioiiSliiclio.s,sli<)(>l.sfor 
flic inicldlc ground 
between biird-eore siiiis 
and aerial shoot-eni-iip^ 
wit1i)i:iKKa itkrIII 
0 1''3), and scores a siz- 
able liiL'Iliis is the long- 
awaited scc|ucl lo 
designer 13ob 
Dinnerman’s two ])re\i- 
ous hits, published under theV'clocity 
brand, .-Vs before, ibis is essentially an 
entr\ -ie\ cl sini, designed w ilh a short 
learning cur\ e, }’ef long on detail and 
replavabilih'. N'o\iccs will like it because 
it’s fast, fun, and easy to get into. More 
advanced pilots may itiilially scoff at its 
relaxed flight model and faclual liberlie,s, 
yet they won't be able to deny the game’s 
dazz.ling environment. Can a .sim have il 
both way.s? |l '5 proves that it ean. 

UN REAL 

'ihe action in JR unfolds in the near 
future, circa 19%. Yon assume the role ol 
an elite fighter pilot, part of the United 
Nations ICipid Deplo\inent ['’orce (ROI''). 
stationed aboard the (.IN'S Pt:cicckeel)cr, a 
i\'/m/t-dass nuclear aircraft canier. \l )nr 
ultimate goal is sinijjly to c|uash aggres- 
sion and maintain world peace, through 
"whateser means neccs- 
sai)'” (read: dcadl}- force). 

Yiur enemies include dnig 
cartels, terrorists, and e\il 
dictatorships. 

'Ihe game is campaign 
based, co\'cring-bnt not 
limited to-three general 
regions: Cuba, Argentina, 
and Chile. Covering more 
than 5.5 million .sc|uare 
miles of real-world terrain 
(culled from USGS terrain 
database,s), your airspace 
also iiicludcs parts of south 


I'loiida, the Bahamas, Puerto ihco, and 
bordering South American countries. 
Isiiongh praise can’t be heaped on the 
game’s pinpoint terrain mapping, covering 
es eiy peak, vallev, river and coastal inlet. 
Mv low enough and jou can e\ eu follow 
roads and power lines from \ illage to \ il- 
lilijc. 

the three eainpaign .scenarios are non- 
linear, featuring more than 90 missions 
that branch according to your perfor- 
manee. Mission ta.sk.s range from routine 
surs eillaiK'cand air support to aerial com- 
bat and attacking ground targets on land 


and sea. In addition, inslani niissionsgise 
you a taste of action without alfeeling 
your campaign score. Included in ihe 
instant missions are 15 training le.sson.s, 
which can heiikn ed individually or as a 
cam|)aign. I lere you’ll learn the basics of 
combat (light, from takeoffs and landings 
to nasigation and all sarialions of 
weapons training-each snpplemenled l)\’ 
in-deplh printed inslrnclions. Irinally. 
there's a free lliglil mode for lho.se times 
von just w ant lo lest your wings and take 
in the sights. 

AERIAL TOURS 

’^ihe game su|i|X)r1s four 
gra])liie re.solnlions (520x21)0, 
640x550, hdOxdOO. and 
640x480), wliieli can heelianged 
on the lly\ia in-fliglil meinior 
fiiiK'lion kej’s. ' 1 his means you 
can engage in eomiial at lower, 
faster msiilnlions, then .swileli lo 
lii-res for nonaggressive si^itsce- 
ing. I Inlorinnafelv. not all \ideo 
uirdsare eivaled et|nal. N ly 
Cimis I ogie Kll card, for exam- 
ple, slannehly refused todi.spla\’ 
an\lhinghnt the low est and high- 
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A smile. A hug. A touch. A tender thought. Friends 
are for holding your hand, for sharing your laughter 
and for wiping away your tears. We all need friends. 
Even when we're trying to take over the universe. 
Only then they’re just pond-life, to be used for their 
military knowledge and diplomatic skills, then spat 
out and urinated on from a great height. Proving their 
worth as mere stepping stones on the road to your 
goal as the ultimate leader. That’s what friends are for. 


SegaSi^ft' 

WVVW.S693SOft.COrn &Tci«n ctf tv Pedrg SiTti, on] ra FKjiig Sirs , 


Emperor of the 

A milltaiy strategy game in space. 


CIRCLE READER SERVICE #266 

For a free Windows '95 demo or to order Emperor direct, call 1 .SBB.SegaSoft 
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SIMULATION/SPACE 


REVIEW • JETFICHTER III 



csl i-csoliitioas; all others [inxliicccl only 
screen garbage. /\ iinieeaal ciri\ er is 
supplieclbut even this won’t guarantee suc- 
cess. 

Mni rc' given tl le option of fl\ing two 
planes, the I'VA-IiS 1 lomet and the K-22N 
1 jglilning 11. Pniisl.s beware; despite the fact 


that the Navy iieser chose to order h-ZZs, 
this sim features ai i “h'-ZZN” earrier-basexi 
craft. l5oth airenift are a blast to fly and arc 
nicely rendered (allhongh no match for 
Noval xigic’s .similar 1 '-22 1 JGl riMNC II). Its 
U]) to \on to dec'idc w hieh aircraft will 
accomplLsh cacii miivsion most effectively. 


'Dus sim features a telased, but not totally 
unrealistic, flight mrxiel. ’[liete are some 
quirks-tlie ailerons are effective in full .stalls, 
and nidders work at high sj^ecxls. Also, tlicrc 
seems to lx; little discemable difference in 
flight dynamics lx;t\veen the h'-22N and I'/IS 
I Irrmci-ceitainly not the case in real life. 
Still, while the hard-core crowd nraj’seoff, 
tlie flight nKxlel is basically satLsRing, unlike 
ateadLsb games like SlLt’Xt ’n tUNDER. 

'1 here are mans' nice touches, such as turbu- 
lence bumps and concussion shocks when 
flak esqjkxies ncarb\'. '1 he best effect, how ev- 
er, is the giimcs tangible .sense of \docit\', 
whether you’ie scieamiiig down the carrier 
deck or zipping 200 feel alx^v'C the land- 
.scaix'. h’cw flight .sims can match tlie realis- 
tic. girt-lev el feeling of s'jx.’cd like )1'3. 

ARMED AND DANGEROUS 

'ibnronlxKial ordnance includes fhestaiv 
daixlstuff:cannons.air-t<Kiirandair-to- 
gmnnd ini.s.si!c.s, and Ixanbs. As _vou advance 
through the eamjjaignts. the skies become 
inctvasingK'crowded with a wide range of 




Shake Rattle and Roll 
for as little as SISS.SS! 


For a FREE CATALOGUE CALL 

1 • 800 • a-THUNDER 


ThunderSeat Technologies 

17835 Sky Park Circle • Suite C 

Irvine. CA 92614-6106 

714 •851-1230 Fax; 714 *851-1185 


OPTIONAL SIDE CONSOLES 

Put your favorite joystick controts and mouse at 
a corrvenient position. Add a keyboard holder 
and you have the perfect setup for both flight 
simulation and office work. 


‘•A DOUBLE MUST-HAVE. 

Anyone who plays computer games 
will want this AMAZING CHAIR!" 

Marc Spiwak 
POPULAR ELECTRONICS 

"I could actually FEEL the punch of 
the afterburner!" 

EdDlltc, ELECTRONIC GAMES 


HOW IT WORKS 

A 1 00 watt subwoofer built into the base 
generates low frequency sound that resonates 
through the wave chamber hidden inside the 
chair, Thus you not only hear but FEEL your 
simulation. Paired with your amplifier, the 
ThunderSeat makes your favorite flight sim as 
realistic as it can be without a motion simulator! 


“Virtual Utopia!” 

COMPUTER SHOPPER 
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M ission Studios maintains a 
strong online presence, with 
support on the Internet 
(WWW, missionstudios.com), 
CompuServe {go FSFORUM or GAMECPUB), 
and America Online (keyword: mission stu- 
dios), In addition to the usual patches, FAQs 
and updated product announcements, the 
company offers a Mission of the Week. These 
new instant missions are created by Mission 
Studios staff, often using ideas submitted by 
users, Though a far cry from an actual mis- 
sion editor (promised, along with new cam- 
paigns, in the first add-on disk), this is the 
next best thing. 

On another fun, but slightly trivial, note is 
the Decal of the Week. These are graphic 
logos-created with the game's built-in paint 
shop-that can be applied to your aircraft from 
the hangar deck within the game. 

More substantial product support offers 
updated drivers that address problems with 
joystick, rudder, and throttle calibrations (such 
as the Microsoft Sidewinder, Thrustmaster, 
and CH Force F/X). Also upcoming: drivers for 
high-end 3D video cards, including 3DFX and 
Rendition-based boards; additional sound card 
drivers; and a patch that will let you customize 
custom joystick button assignments. 


fightcfjj, bombers, interceptors, and su[5jx)rt 
aircraft, Ixjtii friend and foe, L'lncmy aircraft 
A1 is (juite good at offensive and defensive 
maneus'eni, setting the .stage for some 
iirtense, prolonged dogfights. 1 Aicldly, your 
wingmen feature M cut from the .Siinie 
clotli, and you do ha\’e some Ixisic conlroi 
over tlieir actions. 

Other notable featiiros include a sciolling 
virtual coefpit, clearly functional gsiugcs, ter- 
rain masking (to cloak enemy radar), and the 
bairt-stoppingcuri of incoming AA/\ trails. 
Carrier takeoffe and landings are simplified 
but realistic, fiom tlic let blast deflectors to 
the vessel’s bobbing motion in water. 

By far the most impressive as[x;ct of the 
game is its visual disi^la)', which bursts willi 
graphic detail: dynamic light-source shading, 
translucent clouds, realistic haze effc'cts, 
smoke, fine, and more. Skim the ground and 
prepare to be amazed at the accurately ron- 


deredhuilcliiigs,air)X)rl,s,declri- 
cal toweis, tiees, houses, high- 
way's, and diveisely lestured 
fannland. lfyourpR)Ccs,soror 
video caitl prtxliiccs a frame 
rale .stutter, tiy turning off the 
clouds or rodneing the display 
area tolctIcr-lxK.sizc. 

' I he game features a cine- 
matic walking lour of your car- 
rier home base, with multiple 
decks and rooms to choose 
from, l')ic-hard flight iockevs 
may sec this as c.\1raiicoii.s 
fillcr-mulliincdia window 
dressing designed to lute new- 
comers or. for the tmly cynical, 
merely bulk up the game. 
Olliers will view it as an 
immersion tcchni(|iic. captur- 
ing the atmosphere of ship- 
board life, thus pulling you 
deeper into the game. 

Iwidcnce of this can be found 
in the .shipboard library, with its 
ninllimcdia eneyciopedia of 
more Ilian 500 photos, dia- 
grams, and audio commeii- 
faries. 

Jetlnghter 111 is ciirreiilly the 
overall best entry-level combat 
sim av'ailablc. Iwcn hard-core 
sim-ahoiics aie likely to bend 
their standards a little, once 
they feast their ey'es on llic game’s mciicii- 
loas graphic details and action-filled com- 
bat environniciit. Regardless of cx[}ecta- 
tions or experience, fevvvvill deny that )1''3 is 
flal-onlfiinlo fly, 

^APPEAL: Entry-level flight sim 
pilots and sim fans looking for an 
intense if somewhat fantastical 
combat experience. 

^PROS: Branching mission tree 
adds to the immersion factor; fan- 
tastic graphics and sound and an 
amazing terrain engine; best feel- 
ing of speed yet in a flight sim. 
^COHS: Relaxed flight model and 
creative liberties 
will upset sim 
purists. If you’re 
flying on a P133 
or slower, you’ll 
need to turn 
down the graphic 
detail. 




SOMETHING 

EVIL 

HAS ARISEN 
IN THE 
ARIZONA 
OESERT. 

AND IT’S 


WAITING FOR 

YOU. 



Find out where you can 
get a free interactive demo 
by calling toll free 

1-888-SHIVER2 

or interact with the evil at 
http://wxnv.sierra.com/shivers2 
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Price: $59.95 
System 
Requirements: IBM- 
compatible Pentium 60 
MHz or better (120 
MHz recommended), 
SMB RAM {16MB rec- 
ommended), 10MB 
hard drive space, 
SVGA graphics, 
Windows 95, 2x CD- 
ROM, Sound Blaster 
16 compatible sound 
card, mouse. 
H of Players: 1 
Protection: None (CD 
must be in drive) 
Designers: Clancy 
Interactive 
Entertainment and 
Virtus Corporation 
Publisher: Simon & 
Schuster Interactive 
New York, NY 
(800) 716-4366 
Reader Service #; 342 


Sub Lite 

Tom Clancy’s Sub Game Plays More Like A Slow, Wet Flight Sim 

by Denny Atkin 



Ithoiigh it’s llic first effort 
from Clancy Interactive 
Entertainment, SSN Lsn’t 
the first game adaptation of 
a Clancy novel, d he late 
1980s saw the wonderful 
KED STOKM IhSlNG from 
NdicroProsc and 
iVlindscapc's lacldiister 
1 lUNT VOR R1',D OCI'OUKII 
Alas, serious .submarine gamers may not 
want to shelve their ancient co|)y of Rt'.D 
SfOiiM Risinc; yet, as SSN clearl)' targets 
the first-time submarine gamer, hi fact, it 
plays more like flying a plane in .slow 
motion than piloting a submarine. 



DIVE PLANES 

SSN puts a unique perspective on sub- 


OH SHIP You'll rarely want to fire at enemy 
shipping from periscope depth, as you’ll 
become the target of an antisub helicopter. 


marine control. Instead of popping back 
and foitl 1 between the traditional scries of 
control stations, you control SSN using an 
axtcmal view of your submarine with a 
simplified control panel below. (Real ,snb- 
marine.s don’t even have portholes.) On 
the control panel you’ll find a radar-iike 
sonar display, a target classification w'in- 
dow, and a multifunction display. 'Ihc lat- 
ter bandies toqDedo,'lbmahawkVLS, and 
damage control, as well as communica- 
tions and ma|) and way))oint readouts. 

You control your sub using a joystick, your 


mouse, or ihc keyboard 
arrow key's. 

Acquiring targets con- 
sists of cruising patiently at 
a slow s])eed, varying y'our 
depth and direction, and 
trying to spot enemies with 
your sonar without being 
noticed yourself. Y)u gen- 
erate noise by firing loqre- 
does, running too fast, nr 
using reverse power, Your 
sonar has active and passive 
modes, but search is limited 
to the (rout and sides. 

VMiile y'ou w'on’t be doing any analysis 
of the sounds in the game, the audio is 
impressive, from sonar [Jings to your hull 
creaking to whale songs, sound does 
much to immerse you in the game— 
especially if you wear headphones. 

ON PATROL 

SSN’s primary campaign puts you on 
patrol in the Spratlcy Islands. After the 
discovery' of oil, the Chinese decide to 
annex the islands. Your submarine, tlie 
L/SS Clie}>eniie, is almost single-hand- 
edly responsible for defending the area 
from the hostile Chine.se fleet. 'Ihc 15 
missions involve attacking enemy ships 
and subs, escorting allied ships, and 
launching Tomahawk missiles against 
land targets. All of these boil clow'll to wi|> 
ing out every enemy ship you can find; in 
fact, until ail targets are pro,secuied,you 
can’t move on to the nex-t way'])oinl. 'I he 
missions, introduced by conv'incing EMV 
newscasts, grov\' increasingly challenging. 

'Ihc battle action is fast-paced, w'ith 
you launching against enemy boats wliilc 
using decoys, maneuvering, and thermo- 
clincs to evade their toqredoe.s. 
Unfortunatelv, these bouts of fast action 
arc punctuated by long periods of search- 
ing for the next target, 'ihcrc’s also a [)rac- 


missions against up to eight enemy .ships 
and submarines. And a second disc con- 
tains a s'ideo inters'icw w'ith Clancy. 

TAKING THE PLUNGE 

SSN should a]3peal to fiist-time v'irtual 
submariners looking for an easy familiar- 
ization experience and to gamers more 
interested in action than realism. Rut 
experienced sub-game fans looking for a 
realistic simulation of a nuclear attack sub 
are better off w'ailing for J/\Ni;’.s 688 
Ai'IACK Suit. Clancy fans can pick up a 
trade paperback novelization, but it serx'cs 
more as additional backgmund than a 
hint book-S 


^APPEAL: Beginning submarine 
gamers; SeaQuest fans. 

^PROS: Very accessible for begin- 
ners learning the basics of submarine 
combat; wonderful visual and sound 
effects. 

^CONS: Unrealistic 
marine control; 
oversimplification 
means important 
aspects such as 
cavitation, knuck- 
ling, and towed 
arrays are ignored; 
no time-compres- 
sion feature. 



depiction of sub- 
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COMPUTER GAMES 


CHIPS&BITSinc. 


POB 234 DEPT 10851 ROCHESTER, VT 05767 
INT'L 802-767-3033 FAX 802-767-3382 

Orders/Questions: cbIsalesSsaver.net Cuslamer Service: cbiserv@SQver.nel 



•THRUSTMAS- 
TER F-1BFLCS' 
A versatile stick 
with virtually 
unlimited pro- 
grammability. The 
ultimate ed^ for 
any flight sIm. 
Ofle5 a grip mod- 
eled after the F-16 
tighting Falcon, 
lour 8-way hat 
switches & a dual 
stage trigger. $1 08 



‘DESCENT TO 
UNDERMOUN- 
TAIN’ With a visit 
from a stranger 
from the lulure, 
many characters 
are now dev^ing 
In the oacks and 
under the nxks ot 
ancient caves. 
Move through an 
new world ot 3D 
with 360 degree 
movemenL CD $46 



It's up to 


CD $48 



‘THE LAST 
BLITZKRIEG' will 
put you In the 
heat of Hitler's 
last chance at 
victory in the 
West. Detailed 
battles, new land 
combat system, 
operational artifi- 
cial Intelligence, 
replay feature 
for reliving bat- 
tles. CDS41 



'X-COM APOCALYPSE' You command the ^rte X-COM 
troops ffi they irri«sligale and an Sen Invasion of 
Earth. You research and manufacture weapotrs, armor and 
vehicles. Destroy the aliens before It is too late. CD $45 



‘STAR GENER- 
AL' Feel the 


power ol an 


enhanced 
Panzer General 
Game. A 2- 
level combat 
system accom- 
modates space 


and surface combat. Conquer enemy planets with 
over 90 fully rendered 3D starships and IQO's ol 
ground troops and mullipul planet types from 
fertile gems to barren wastelands. CD$43 


H ING' You decide 
what challenges 
each day should 
include: scouting 
a dangerous sec- 
tor, hunting 
down a wanted 
criminal, defend- 
ing an embattled planet, escorting a vuinerable 
transport, delivering a valuable cargo, fly- 
ing recon and many, many more to choose 
from. CD $49 



'IM1A2 ABRAMS' 
The player com- 
mands a platoon 
ol four tanks, or 
an entire compa- 
ny team with 
other vehicles, 
artillery, heli- 
copters and 

artillery attached 
all from a variety 
of external views 
and a multi zoom 
map view. CD $45 






'DESTRUCTION 
DERBY Z 

Challenging new 
tracks that are 
longer, wider and 
faster with hills, 
jumps and high 
speed banked 
corners! Get on a 
collision course 
with crumple 
zones ant] hit 
and run may- 
hem! CD $47 



'COMMANCHE 3’ 
Missites away! The 


fully light-sourced, 
shaded and ren- 
dered with 30 real- 
time animation 
while easier to get 
Into and handle. 
Night time maybe 
the right time lor 
many of 
Commanche 's 
missions. CD$49 



ing a full musical 
score and inte- 
grated sound 
effects. CD $41 


1 HARDWARE ■ IBM HARDWARE ■ IBM ACTION ■ IBM ADVENTURE ■ IBM ADVENTURE ■ IBM ADVENTURE ■ IBM ARCADE ■ IBM BUNDLES 


3D Magic Accelerator $139 
3DSpeii $79 

AltcACS55 SpkerSys $159 
CH P16 Combislick SSB 
CH F16 Flghtersllck $96 
CHF16FllghISllck $36 
CH Flight Slick Pro $40 
CH Force FX $159 
CH Garre Card 3 Auto $25 
CHPCGarrepad $1S 
CH Pedals $45 

CH Pro Pedals $74 
CH ProThrolllc $98 
CH Throttle $62 

CHVIrluol Plot Pro $69 
Dlarrnd 3D 2000 2MBS177 
Eagle Max Joystick SSZ 
Game View $99 

Graphics Blaster 302 St42 
Gravis Grip Controltr $65 
Gravis Grip Pad 2 Pak $24 
Gravis PC Gamepd Pro $27 
Gravis Phoenix Joystk $63 
Gravis ThunderSiid $43 
Joyswilch $39 

LatitcLCS26l2Spkis $112 
Lgitech WlngMn Wrirot$65 
MSSdv.drPrW/Hilbdr $69 
Master Pilot $52 

Maxx Control Yoke $29 
MS Swndr Pro Pad $39 
PC Symphony $19 

Reel Magic Vid Upgrde $99 
SUPRA 33.6 F/MInt $119 
Sound Blaster 16 Val S95 
Sound Blaster 32 PNPS152 
Sound Scape Ensonlq $129 


SpacQ Orb 360 $79 

TMOrvngCnWT2 $108 
TMF16TQS $108 
TM F22 Pro $124 
TMFLCFieSys $108 
TM FLCS Limited Ed $299 
TM Flight Cohtr Pro $99 
TM Flight Control Sys $59 
TM Game Card $25 
TM Pro Play Goll Sys $499 
TM Ruddr Cnir Sys $98 
TM Weapon Cont Sys SS8 
TMWIzPnbalICntrl $32 
TMX-Fighter Jystek $45 
TM XL Action Control $24 
TM Phaior Pad $47 


Firelight 
GunMeiai 
Killing TlmeW95 
League ol Pain W95 


MDK 


Cold SI 


or W95 


Prey 


S44 


S42 


SSO 


Quake 

Shaddw Warrior 
SkyNET 
Star Trek Gen1nsW95 $48 


Creation 
Creatures $33 

CrowiClty Angels WgS $42 
Curse of Dragor $41 
Crse ol Monky lale $48 
Cylieiia2 $48 

Dark Earth W95 $46 


Strife 


S39 


Dark Ri 


S34 




$40 


MGP1 


$74 


$79 


IBM ACTION ■ IBM ADVENTURE 




$46 


Crusader No Remorse $26 
CruaadcriNo Rgret $34 
Dark Forces $30 

Dark Frca 2 UedI $48 
Dark Vengeance $45 
Dre Hard Trilogy $46 
Doom 2 W95 $34 

Duckman Legend ot Fall $44 
Duke Nukem 30 $37 

Duke Nkm 3D Almc $46 
Duke Nukem 30 Pit Pk $25 
Eradlcator $42 

Final Doom $46 


lOlh Planet 
7lh Guest 2 W95 
7lh Guest 
Ace Ventura 
Aden Quest W95 
Advnlres on Lego Is 


Dawn ol Darkness $44 

Death Trap Dungeon $42 
DeusW95 $37 

DIscworld 2 $44 

Double Trouble $40 

Drowned God $39 

Echoes $48 

Ecstatica 2 $47 

Enlomorph $35 

Fighting Fantasy $40 

Full Throttle $26 



Secret of the Luxor $42 

Shannara $42 

Sign of the Sun $34 

Simon Sorcerer 2 $40 

SnowJob W95 $39 

Solar Crusade $44 

Space Bar W95 $46 

Space Bunnies Msl Die $45 

SpycrallW95 $47 

Star Trek JiidgRt Coll $38 

Star Trek Voyager $48 

SlarTrk Sir Fit Acad $46 


$42 


6-No 


$39 


$41 


Gabriel Knight 2 $40 

Hardback $48 

Harvester $36 

Heart of Darkness $SS 


Pulp 


$32 


DAO 


$42 


Ark ot Time $34 

Alrianor $40 

AzroelsTear $39 

Bad Mojo W9S $39 

BeavisButindViriSt S31 

Bedlam $46 

Blast Chamber W95 $40 




$40 


Hunter Hunted W9S $45 
Incr Shrinking Hero S43 
Indeslruciibles $44 
lnterslale76W95 $48 
Into the Shadows $48 
KGB Files $43 


QIn Tomb Mid King $39 

Rama $49 

Return to Krondor $45 
Reverence $43 

RIana Rouge $44 

Riddle Master Lu $19 

Ripper $46 

RtversofOawn $41 

RivervjDild $45 

Second World $45 


Super Slaidusi $35 

Surf & Destroy $46 

Surreal W95 $42 

The Arrival $46 

The Dig $26 

The Tral $44 

Third Millenium W95 $44 

TimeLapseAnc Civil $46 

Tilanic Jrny Oul Time $44 

Tme Wrp Dr Brain W95$33 
Tomb Raider $42 

Toonstruck $48 

Torin's Passage $25 

Touche $34 

Under Killing Moon $19 

Urban Decay $43 

Varuna's Forces $45 

Virtuoso $34 

Voyeur 2 $42 

WET Corpse $34 

We Are Not Alone $45 

Woodrull & Schnble $32 

XenoPhage $30 

Zoik:Nemesl3 $53 


3D Ultr Pbll Crp Nght $42 
3D Ulira Pinball $40 
Batman Forever Arcade $34 
Beavs Btihd LtllThgs $19 
Bvs & Bllhd Cllg Drks $19 
Cyber Gladiators wgs $45 
Deadly Skies $38 

Earthworm Jim 1&2 $25 

Eccb the Dolphin $38 
Full Tilt Pinball 2 $24 

Full Tilt Pinbll W95 $24 

GEXW95 $39 

Hyper 3D Pinball $34 
Incredible Hulk $35 
Jungle Pinball $30 
Lode Runner NelW95 $25 
Looney Labyrinth Pball $29 
Marble Drop $24 

Melal & Uce NR13 $27 
Metal & Lace NR18UG $5 
Mission: Impossible $40 
MntyPythnsWsteTlme $32 
MorlalKambal3W9S $32 
Pro Pinball $37 

Re-Loaded $33 

Rebel Assault 2 $25 

Road Rash W95 $42 

Scorched Planet W95 $34 
Sonic the Hedgehog $30 
Tempest 2000 $34 

Total Pinball 3D $19 
Vector Man $39 

Vir1uaFlghterW95 $42 
Virlua Squad $42 

WWF-ln Your House $40 
Worms $34 

Worms Reinforcements $34 


20 Waigame Classics $2' 
Aces Collection $2 

Air Attack Pak $3' 

Archives2:StarWars $4 
AUrl 2600APW95 


$2 


Award WnningWrgmes $2: 
Complete Grt NvI Btls $3 
DetnlveWargmeColl2$3 
Ecsialloa Bundle SV 
Eye ot Beholder Tril $2 
Fntsy Gnri Strat Bndl $3. 
Forgotten Realms Coll $3 
Hroes M & M 1 & 2 $3' 
ID Anthology $9 

IntrpiyAIINghtrE S3 
ICilrathi Saga $3 

Kings Quest Anthology $2. 
Legend Kyrandia Series S2 
Leisure St Larry Anih $2 
Lost Adventures S2 


Might i Magic Trilogy Si 

Mile High Club $2 

Pinball Gold/Bullder $3 
Pnzr Gen Strt Gd Bndl SV 
Police Quest Antholgy $2. 
Pnnee Persia Collect $1' 
Quest for Glory Anth $2 

Rapid Fire Pak $2' 

SU-27 StralGdeBndle $3 
Space Adventure Pack $2 
Space Quest Anthology $2 
Star Control Cfllietn SV 
Trophy Case $2. 

Ultimate Gamers Pak $3 
Wrerft Battle Cheat $5 


Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, olfei subject to change at any time. Hardware 
orders may require additional shipping and handling charges. Defectives replaced with same product. All sales final. Call lor details. 


Standaid Priority 

US.Mail US.Maii 
ZilflCaB ZJEiis 

r.M M.OQ 

$1.25 $1.00 

S0.75 $1.00 

ZQu 

S20S 

S3.0D 

Over 

'X 

Canada 

N* 

$2.00 

Mai! To 
The World 

Shipping and handling charges calculaled on a per order, per shipment, and per item basis. The “per order' charge is charged once per order placed and the 'per Item' charge is 
sharped once lot each item ordered and the 'per shipment' charge is chaiqed once lor each shipment we make to vou. 

Per Shipmen 

$7.00 

$2.00 

Each tinned Stales order will include a 6-monlh subscription to ComoulerGimesSlrsleovPIusMitnim. lor which S6.00 olthe order cast will be allocated, to beam with the March 1997 Iss 

e or later issues deoendino upon i 

ailabte maoazine ouaniiiies. 













www.cdmag.com/chips.html 



Call NOW to Order! Source 10851 

800 - 699-4263 




'DIABLO' An 
unknown force 
of evil has swept 
across the land, 
plunging It Into 
civil war and ter- 
rorizing the pop- 
ulace. Enter a 
world of gothic 
fantasy as you 
play a female 
warrior, a cunning rogue or a myst sorcerer. Deep 
within the labyrinth discover weapons, armor and 
magical treasures. CD $46 


'CRYSTAL CAL- 
I8URN' Acco^ 
your knight and go 
tor the Holy Grai 
You vwll forget 
you're paying on a 
two-dimensional 
computer scresi. 
Enjoy expert flip 
coitroi, speclacubr 
sound, aiAo battle, 
hashing bumpers, 
and much, much 
mote. CO $24 



'HARPOON 97' 
Imagine silling In 
the frigid wafer, 
sfralegically guard- 
ing the Norwegian 
coast. Discover a 
hidden submarine, 
a fleet of enemy 
ships heading your 
way. Your goal is to 
destroy everything 
that prevents you 
from your mis- 
sion. CD $44 


'3D SPEX' From 
the minute you 
put these on 
you're engulfed in 
3D game field 
where wicked 
realism rules. 
Bring a whole 
new level of 
excitemeni to PC 
games, adding to 
your competitive edge with depth clues unavailable 
to the naked eye. plus exceplional comfort for hours 
of gaming enjoyment. $79 




'ACS: U, S, NAVY 
FIGHTERS 97' 
Expeiierxe seme of 
the toughest air com- 
txa in modem 
ly, all new art- 
work and terrain, 
including Vietnam. 
Make precision 

sti^ aid engage in 
vicious air-to-air 
combat with the 
thunder of an F/A 
18. CD$45 



'MAGIC: THE 

GATHERING' ITiis 
lop selling trading 
card game is now, 
for the first time, an 
interactive multi- 
player online 
computer game. 
It's an addictive 
fantasy game fea- 
turing wizards, 
explorahon, adven- 
ture and role play- 
ing. CD $46 



'COMMAND & 
CONQUER RED 
ALERT' WWII 
never happened. 
Hitler never rose to 
power. In-stead, 
Joseph Stalin 
and his Red 
Army are plung- 
ing Europe into a 
bloodbath of ter- 
ror. Do you com- 
mand the Allied 
Forces? CO $48 



'BETRAYAL IN 
ANTARA’ An 
empire over ime 
has fallen pry to 
corruption and 
decay. Todayawell- 
meaning Emperor 
faces a cmmbling 
infrastructure 
where bribery. 
Intrigue, nepo- 
tism, deceit and 
assassination run 
rampant. CD $48 





■ M . A , X . ' 
Mechanized 
Assault & 
Exploration. Your 
missions to colo- 
nize new worlds 
cm distirt planets. 
The entire new 
colony is up to 
you to create. But 
you are not the 
only one out there 
trying to cokm'ize 
pbn^. CD $48 


'THRUSTMASTER 
F-22 PRO' With a 
powder coated 
metal base, glass 
filled ABS handle, 
metal gimbal 
mechanism, and 
heavy gauge 
spring tension, 
the F-22 PRO 
gives you the 
edge you need In 
advanced tactical 
warfare. $124 


'BAHLEGROUND 
MIDDLE EAST 
Reiigtous fervor and 
a young nation's 
fight for survival 
providing the set- 
ting for this game, 
(XTvering the three 
major ware (1956, 
1967 and 1973) 
between the Slate of 
Israel and Its Arab neighbors. Surrounded on all sdes 
and out-numbered, Israel miraculously beat off Invasion, 
counter attacfffiwhileconquenngtheSina, CD $42 


IBMflPG ■ IBM StMULATIONl IBM simulation! IBM SPORTS ■ IBM STRATEGY ■ IBM STRATEGY 


nvil ol Dawn S34 

rcHMageWSS $48 
rena Oeliixe $47 

lolrayal In Aniara $48 
obra Mission $29 
ark Queen ol Krynn $19 
ark Son 2 $19 

ark Son Online W95 $15 
ealti Keep W9S $16 
ealh KnlghlsKiynn $15 
liable $46 

ieSyttieSwofii $48 
isciplesol Steel $12 
ungeon Master 2 $25 

:ider Scrolls 2 $S6 

R Dsent Undrmln $46 
alloul $53 

niglilsXenlrPGia $34 
and: of Lore 2 $48 

leri(fBn59W95 $34 
I Light & Darkness $48 
ools of Darkness $19 
avenioll Strahd S2S 
avnlll2 Stn Prop $19 
ealrrsot the Haunting $52 
ittivar Legacy $23 
Urns Ark Shad Rva $45 
acted Pools $48 

eipeni's kiss $43 
kyrealmsotjorune $33 
lai Trail $29 

lar Trek TNG Collect $69 
tar TrekTNGPnl Unity $46 
lonekeep $30 

boriderspape $19 

Itima/Series $15 
itimaSPagan $15 
niima Online $42 
tlima Undiwld 1 & 2 SIS 
nlimiteflAdirenlores $19 
ri2ardtyGoldW95 $32 


1943 EuroAirWar $44 
688i Hunter Killer $45 
A-1DCubaW95 $40 
A.T.P,Goia $46 

A10Tankl<illr2W95 $48 
ACS Marine Figlilers $25 
ACS Navy FighIrsGId $34 
AH 64D Longbow $51 
AH64 Flash Pnl Korea S2S 
AirCmblNvvFlrs97 $45 
Air Combat Pacilic Gold $34 
Air Warrior 2 W95 $44 

Armored Fist 2 $49 

Baitleolllieltohclads $46 
Comanche 3 $49 

Conquest ot Ihe Skies $48 
DarklighI $46 

Descent Bundle $26 
Dcscnl2:lnlntc Abyss $48 
Destrirciron Derby 2 $47 

DreadnaugbIWSS $42 
EartliSiege2W95 $40 
F-22 Lightning 2 $49 

FA 18 Hornet 3 W95 $45 

Falcon 3.0 $16 

Falcon 4.0 $62 

Falcon Gold $52 

Fighlet Duel 2 W9S $39 
Fighter Duel Pro Net $38 
Flying Corp $42 

Flying Nighlmates2 $42 
Formula 1 W95 $48 

Gteal Naval Battles 4 $34 

Great Naval Battles 5 $44 
Harrier 2020 $45 

Hind Helicopter $44 
Indy Car Racing 2 $48 

Indy Car Rcng 2 W9S $48 
Jet Fighter 3 $49 

MtA2 Abrams W9S $45 
MechWarrior2W95 $47 
MechwrriorMercnries $48 


itc6ranPrix2 $44 


APDA Pro Boxing $38 
Adidas Power Soccer $32 
Brillah Open Coll $45 
FIFA Soccer 97 $45 

Fton Page Football 97 $46 
Front Page Gpll W6S $48 
Grand Slam '97 W95 $44 
Hardball 6 $42 

Hooves Thunder W9S $35 
HypetBlade $40 

J.ick NIcklaus GnII 97 $42 
Legends FB 97 W95 $43 

Links LS $46 

Links Pro Courses ca $19 
Links Pro 386 $19 

Lunar Goll $44 

MS Golf 3,0 W95 $37 

Madden Foplball 97 $45 

Mlcagiio Foolbll3W95 $34 
NBA Hang lime W95 $46 
NBA Live 97 $45 

NCAA Dball Final .197 $44 
NFL QB Club 97 $41 

NHL Hockey 97 $.16 

Open Ice $46 

PBA Bowling $32 

PBA Bowling 2 $35 

PGA Tour 96 Sawgrass $19 
PGA Tool 96 Spnsh By $19 
PGA Toijr96 Wcniwrtli $19 
PGA Tour Goll 96W95 $37 
SlmGoll $40 

Sliaiige Goll W95 $39 

Ten Pin Alley W95 $40 

Top ol Ihe Key $29 

Total Control Football $46 
Triple Pl,ay 97 $48 

VIP Soccer $28 

VR Dascb.iil 97 $44 

VR Soccer S-M 

Winici Sports $28 
Wild Cup Goll Dor Bch $26 


7in Legion $48 

Ares $42 

B.mieciiiiserSDOO $25 
Biilhriglitwgs $48 
C & C Rod Alert $48 
Causar2Wg5 $41 

Cave Wars $39 

CIvlllzallon 2 $42 

Civilization 2 Seen $26 
Civilizaliun Network $25 
Colonization $25 

Comm Conn Covcl Op $22 
Command & Coniiuer $47 
Command & Conguer 2S48 
C&CW95 $45 

Conq ol New World DIx $48 
Conguesl Earlli $44 
Dork Earth SIrIgy $45 
Drk Reign FulrWar $40 
Deadlock $47 

Dominion $44 

Dune 2 $29 

Dungeon Keeper $46 
Enemy Nations W95 $42 

Fallen Haven W95 S47 

Flight Commander 2 $39 

Fragile Alliance $46 
Free Enierpiise $45 
Galactic Mirage W95 $41 
Heroes MSMW9S $32 


Morocs ol M & M 2 $35 


ImperiumGalactica $46 
Into the Void $44 

Jaggd AiincOdly Game $44 
Lords ollho Rim 2 $46 
MA.X $48 

Magic Gathrng Siralgy $44 
Master of Magic $29 
Master ol Orion $19 
Master ol Orion 2 $46 
Mechcommander $48 
Pax Impeiia 2 W9S $48 


Reach tor Slats 2 W95 $48 
Rebellion W95 $48 

RiskWgS $41 

Settlers 2 $39 

SimCily 2000 W95 Net $51 
Star Conitol 3 $47 

Star General $43 

SlarcrafI WSS $46 
SyndiealoWars $46 
Wages of War W95 $29 

Waicrafl 2 $46 

Warcratl 2 Add On $26 
Warlords 2 Olx $41 
Waiwind W95 $43 

Wooden Ship Iron Men $39 
X-Com Apocalypse $45 
X-Com Terr Irm Deep $29 
X-Com UFO Defense $19 
Z $43 


IBM TRADITIONAL 


Battleship W95 $41 

Chssmasir Online W95 $15 
Chcssmalos $33 

Chessmsir 5000 W9S $35 
Clue $40 

0mosaurW95 $19 

Game Guru $24 

Game Maker 3.0 $32 

Hong Kong Mahjong $29 
Magic Gathering W95 $46 
Monopoly $40 

Monty Fyilin Holy Gil $39 
Scrabble $41 

Shnghaii Grt Mm W95 $26 
UlhmaleYahlzee $28 
Virtual Pool W9S $40 
VoiiDn'lKnwJckQPakS20 
'r’ou Don't Know Jack2S3t 
You Don! Know Jack $31 
YouOnI Know Jack XL $42 


IBM WARGAMES 


AInka Korps 
Age ol Ironclads 
Age ol Oars 
Age ol Sail 
American Civil War 
Bailie ol Bulge 


$42 

$42 

$42 

$45 


$32 


Bull Run $42 


Ballleground Waterloo $32 



East Front $42 

Fantasy General $35 

Harpoon 97 W95 $44 

Last Blilzkrleg $41 

Myth S50 

Nam $42 

Over Ihe Reich $39 

Panthers in Shadows $42 
Panzer General $19 
Panzer General 2 $42 
Panzer General Online $15 
Point ol Attack $24 
RELeeCWGenWgS $48 
Road to MscwW95$43 
Steel PanUiers $37 

Steel Panthers Cmpgn $15 
Steel Panthers 2 $43 

TACOPS $44 

Tank Resistance 2024 $39 
Task Forte 1942 $16 

Third Reich $39 

Tigrs Prowl Cmp 1-2ea $15 
Tigers on Prowl Map $15 
Tigers on me Prowl $29 


FREE 

GAME OFFER 

Spend the specified 
amountonanyin stock 
software and choose a 
free IBM game from 
the corresponding list 
below. Request must 
be made at time of 
order. 

SPEND $80 

Elements 3.5, ESPN 
Sports Shorts CD, 
Precision Approach 
CD, Return of the 
Phantom 3.5, Ultima 
Underworld 2 3.5. 
SPEND $160 
Battles ol DesUny 3.5, 
Disciples of Steel CD, 
Jutland CD, Riddle 
Master, Lu CD 


IBM WARGAMES 


Tigers on the Prowl 2 $42 

V Victory Bundle $28 
VVicloty Market Grdn $15 

V Victory Utah Bch $12 

VVictoiy Veliky Luki $15 
War College $31 

WargameCS2SD2 $15 
Wargame CS2 S04 $15 

Wargame CS2 SD13 $15 
Wargame CS2SDI4 $15 
Wargame CS3 Ritles $43 
Zukov's Campgns $37 ^ 
Zulu War $29 S 
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Price: S48.99 
System 

Requirements; 486-66 
or better, SMB RAM, 
75MB hard-drive 
space, SVGA graphics, 
2x CD-ROM, DOS 6.0 
or Windows 95: sup- 
ports Sound Biaster- 
compatibie sound 
cards. 
# of Players: 1-8 
Protection: None (CD 
must be in drive) 
Designer; Simlex 
Publisher: 
MicroProse/Spectrum 
HoioByte 
Aiameda, CA 
(510) 522-1164 
Reader Service d: 343 




Return To Orion 

MicroProse Launches A Winner In The Space Race 

by Martin E. Cirulis 


t’s been more tiinn tlirec years 
since I re\'icwc(l M/\S'n'.R or 
Orion, a game tiiat rewed (he 
entire genre of .spaceploitation 
games almost by it,self and e,stal)- 
lisbed Ihe designers as the flavor 
of the half-decade in strategy 
gaming. Now, after three name 
changes and six-rrdd months of 
missed rclea,se dates, the sequel 
SI'' gamers ha\'c been sweating in their 
spacesuils for is finally here! iVlvs'lKR Ol-' 
Orion 2; Bai'ilI': at An'iarI'.s is a big 
game with a big name, but does it mea- 
sure up to all the long-in-waiting ex]5cc(a- 
lion.s?'nie answer, as you might have 
expected, is a complex tale of ‘Yes and 
No." 

THE GOOD 

1 f you were a fan of MOO then you'll be 
a bap[)y little cow once again, because 
M002 is a bigger, (lashicr, more refined 
game. 'Ihe basic idea is unchanged; the 4Xs 
are still im[xjrtant — to win the game you 
have to eXplore, eXpand, e)^lnit and 
eXtcnninale your way to a controlling inter- 
est in the Gala\)'...or at least your neighbor- 
hood of 40-odd stars and their surrounding 
planets. As far :is background for this game, 
M002 is more like a remake than a sequel. 
'niein)steriousandlx)untiful Orion is still 
here, its devastating technological treasures 
still protected b)' tire Uber-Dreadnought 
known only as 'Mic Guardian. But now, tak- 
ing out this city-si/ed Ixittleshi]) to get a 
tech edge on your fellow empiies is not the 
only subplot. It seems that the old enemies 
of the Orioiis, the pesky Aitaraas, are .still 
alive in b)']Xirs[>acc somewhere, and they 
])0[) out from time to time to harass the 
remaining races of the gakixy. Using ultra- 
])owerfu] \\'ea))oiis and ships tliat act like 
vessels twice their size class, they never ca|> 
ture or colf>nize, only destroy. So while you 
have the original canot, conquering the 



Guardian of Orion, tlierc is now an added 
mission — to make y our way into h}per- 
space and put an end to those |DS>cbotic 
Artarans once and for all. 

'flic bluest change in mechanics is tlie 
number of ships tliat can realLsticall)' appear 
in the game. Gone are the days of fleets 
consisting of 700 frigates and 250 desboy- 
ers. In fact, each individual ship now 
ajipears on the batticscreen; there arc no 
more “Staeks” at all becaasc, although you 
might lx; able to build them, you could 
never afford the ujikeep. M002 uses the 
concept of command points, generated 
every turn by starbases, to set a practical 
limit on the number of ships you can field. 
Ships recjuire a certain number of com- 


mand ]X)in(s every turn based on their size; 
tlie bigger tlic ship, tlic more points it 
requires. Now you can still hav e more ships 
than are supported by your maximum com- 
mand ixiinLs, but every point that you go 
over costs you 10 points of revenue — not a 
prohibitive sum, but even the mo.st efficient 
empires will be hurting if tliey go a deatli 
star or h\ o over their command limit. 

'Ihe other major ehange is in the way 
technology is researched. Instead of the 


usual research mrxld used in other games, 
where you ev'entually study everything that 
catches your eye, jilaycts are forced to 
choose one out of Kvo or three jxjssible dis- 
coveries in a discipline. After they make that 
one discovery', tlieir scienti,sls move on to 
anotlier discipline, forever losing the 
remaining technologies in tlie fonner disci- 
pline unless they trade or steal them from 
another civilization. 'Ihis touch is enough 
to make dealing with the other races much 
more interesting, and it forces you to make 
tough choices as well as create a technolo- 
gy ]3rofile distinctive to your style of play. 
'Ihis can make for some fascinating “guns 
or butter” choices, a direction .sorely missing 
in other Sh’ games. 

As for the 
rest of the 
game— such 
things as alien 
races, ship 
classes, .stme- 
tures and 
weaixias— it’s 
all bigger and 
better and it’s 
all in spifly 

SVGA. 

Kvcrylhing 
from tlic first 
MOO is here, 
plus a tliird 
more goodies. 
Uven old 

fanatics will hav'e enough new toys to kcc]) 
them busy' for houR to come. 'Ihe comput- 
er opponents are gcxxl, if not strong. 'Ihcy 
know most of the dirty tricks and are gener- 
ally' relentless when you’re on tlie am. 'Ihe 
A1 Is definitely the sirongest I’ve y'et seen in 
an initial release from Sim-lcx. All in all, 
while not revolutionary, M002 show-s 
some welcome signs in design evolution, 
enough to gel the game clear of Ihe 
MO'l’S (morc-of-tlie-samc) stigma. 
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AND THE BAD 

WlicTcMOOZfilil.sio entirely .sulisfy is in 
ganieplay iLscir'Ilic coininanci point sys- 
tem was a great way of limiting those ridien- 
loiLs mon,stcr fleets, but iinfortiniately the 
way it’s set up now, it completely fasors the 
attaeker. Moreover, games still have a ten- 
cleney to devolve i|iiickiy: the fiist ix.'ison to 
build a steammller fleet wins. Since yxnir 
mimber of ships is so limited, it’s im|X)ssil)!e 
to protect all ofyonr]3lane(soreven really 
ehew'ii]) an attacking fleet by naj^jing it 
over hsoor three star sysleiiis. If your big 
fleet loses to the enemy, it’sall over but the 
eiying 9 times out of 10. A clisa]3ix)iiiting 
end to a big game. A small modification, 
like reducing the command cost of ships 
sitting in theirown star systems, could ha\e 
made the endgame less of a fait c/com/)//. 

/Vnother Ixrnehead plav-halaneing idea 


was to allow players to create their 
own custom races without thor- 
oughly testing the impact of the vari- 
ous acK-antages and disiidvantages, 

A|)art from the fact that I personally 
think it’s dumb to treat an entire 
s‘]x;eies!ikea I eaderfmm M/VS'lER 
Ol'' Mac'k:, the inclusion of .some- 
thing called the Creative Advantage 
renders an extremely cool part of the 
game completely irrelevant. Being 
Creative allows a race to receive all 
the clLscov erics in a discipline instead 
of jiLst one — meaning the era of 
tough choices is over once you make 
up your own race. 

'Ihe multi]3layer aspect of this 
game is also unin.spircd. 'Iheie is no effec- 
tive player communication and no means 
for players to smoothly c|uit or rejoin a 


I f you are finding it hard to win with the standard races, go into the cus- 
tom menu and see what you can do. Most piayers shouid pick the zero 
modifier Dictatorship as a government type. Use your initiai points to 
pick up two cruciai advantages: the game unbaiancing “Creative" char- 
acteristic discussed above, and the Warlord aspect, which gives you bonus 
command points, allowing you to create larger fleets earlier in the game. If 
you find yourself needing a disadvantage to pay for extras, the -10 to spying is 
probably the least painful. Try to avoid negative modifiers to research or rev- 
enue, as they will come back to haunt you. 


A BIG BANG The welcome departure from 
unfairly huge fleets has been replaced by an 
equally unbalanced command point system, 
which still favors the attacker and handicaps 
defenders. 


game in progress. Combine tills with very' 
few gameplay options, and it seems more 
like a network patch for tlic old MOO than 
a game meant for the modem age of con- 
nectivity from the ground up. "^bu can play 
this one on 'IKN, but you [smbably won’t 
be able to with all die cool optioiis on 
unless you and your friends have a lot of 
time and money on your hands. 

THE AGE OF ANTARES 

Despite these odd shortcomings, 

M/VS'iivit 01 '' Orion 2 is still way ip there on 
the list of games 1 have played this winter, 
just not as high as ! would have thoughl. It’s a 
great game, but I susjiect that once tlic initial 
nish is over. I'll be glad I didn’t give up my 
copies of Divy:)lX)CK or Sl’AClWAlti:) 1 10 
4.0. Wliat will keep me MOO'ing long into 
’97 though, is the fact that it slill does some 
tilings better than all the rest. So while it may 
not be all that it could liav'C been, MAS'livit 
OF Orion 2 is more Ihan likely to make you 
feel like a winner in the .space race. % 


► MAD MIDGET SCIENTISTS Tech research Is a step up from other space games. 

You can tailor your tech needs, choose war or peace and create your own, special- 
ized science repertoire. 


^APPEAL: Any aficionado of space- 
ploitation games. 

^PROS: Some nice deueiopments 
from the original and some truiy 
awesome technologies. An excelient 
ship-to-ship combat moduie. 
►CONS: Some 
play-baiancing 
problems, a few 
initial release 
bugs and a primi- 
tive (by today’s 
standards) multi- 
player suite. 
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'The real deql in real time." "Red Alert has set a 
-CGW standard hy which other 

strategy games are now 
judgeil." -Happy Puppy 

"One of the best you'll find 
in the world of PC games." 
"Don't expect' to sleep -Camespol 

much after yoU boot up 
this one." -PCWA 


"A new landmark in the 
annals of gaming." 
-Gameslice 


"C&C is buck, bigger and 
badder than ever." 

-PC Gamer U.S. 


RT RETRILERS EVERYWHERE 
OR CHLL 1-fl00-B74-4G07 


Available Now for 
Windows®95 & DOS CD-ROM 


Common3'*& 


registered trademork and Command & Conquer Red Alect Is a Irodemark ol Westwood Studios, Inc.® 1995, 1996 Westwood Studios Inc. 
Windows is a registered trademark of Miaosoft Corporation. All rights reserved. 



STRATE6Y/WARGAMCS 


'k'k'ki^i REVIEW • RED ALERT 




Price: $54,99 
System 

Requirements: 486-66 
or better processor 
(Pentium 90 or better 
recommended), SMB 
RAM (16 MB RAM for 
Win 95), 40 MB hard- 
drive space. Windows 
95 or DOS 6.0, VGA 
graphics, 2x CD-ROM, 
mouse; Sound Blaster- 
compatible sound 
card. 

if of Players: 1-8 
(modem, null modem, 
Internet, IPX) 
Protection: None (CD 
must be in drive) 
Designer: Westwood 
Studios 
Publisher: Virgin 
Interactive 
Entertainment 
Irvine, CA 
(800) 874-4607, (714) 
833-8710 
Reader Service if: 344 




Red Ubr II 

Westwood Sheds Real-Time Light On The War That Might Have Been 

by Martin E. Cirulis 



B ackstop,' is usiiallv an atlcr- 
tiioiight in strateg)' games. 
Witli one or hvo notable 
exceptions, the ])icmisc is 
irsiially just enough to ratio- 
nalize going there and 
killing that. So. it was a real 
switch w'hen \\tsh\no(]’s 
rcrincment of real-time 
wargaming, COMM.'\ND &. 
CoNyt'Elt, offered us a stor\' so good that 
it enticed von to plav just to sec the next 
cut-scene, ’lire material was strong 
enough that it even prompted a prequel. 


whatever is ])scudo-scicncc for us is a real- 
ity in this game, and it is nicely reflected in 
iroth unit tecimology and stoiy'line. Mere 
we have 'lesla’s work going into giant eoils 
that fiy’ Allied units at long rangc-and 
iMnstein himself is a prize of war. Iwen the 
dark and terrible Stalin is a pnanineiif fig- 
ure in the stoiylinc, and his frightening 
grin and gallows humor will haunt yon in 
just about e\ er\' cut-scene on the Rus.sian 
side. Il'\ picks up a lot of points on sp’lc 
alone. 

Wliether you play Allies or Soviets, the 
ba.sic action is mucli the same as in 



Ri'.l ) At.l',ltT is a real-time strategy- game 
that takes us into the past of Ce^C “reati- 
h;" where \ our job is to fight an alternate 
W'orld War II v'. ith the Western i-Mlics fac- 
ing off against the Sox’iel Union for con- 
trol ofKurope.\\1iate\er the result, this 
world will be the one that greets the 
arrival of I 'iberium and the Chaos we bat- 
tled in C&C. 

EVERYTHING OLD IS NEW AGAIN 

The world of R'V.seems to be drawn 
from the journal of non-reproducible 
rcsulLs; from the Philadelphia lAxperiment 
to lesla’s nuttiest puiportcd breakthrough. 


C&'C; you build bases, liap e.sl “mincr- 
al.s," i)uild stnicturcs and units, and move 
through the plot b\' completing one com- 
bat scenario after another. ' 1 lie bigge.st 
change for IbV is the .switch to tnie SVGA 
graphics, Wdtile this is a purely cosmetic 
thing for most wargames, here it has two 
important effects on gaineplav. Mrst, the 
increase in resolution translates into small- 
er and clearer gra|)hic.s, cffcclis'cly dou- 
bling the viewable area of the playing 
arena, SccoiKl-for those who complained 
lhal C’&'C> was only about mouse- 
clicking— the SVGA graphics have 
slowed the action down, allowing more 


time to think. Wdiile it is po.ssiblc to adjust 
the game speed ip to above-average 
G&C lime, the increa.sed size of the on- 
screen plaxl’icid still allows for more realis- 
tic maneuvers and planning. 

Also, you can now give large groups 
movement orders and force them to 
remain in tiieir original fomialion, 'lliis 
alone practically doubles the tactical 
value of the game, dire unit Ai is also 
strong on defense, and units tend to react 
veiy well to intrusions into their zone of 
control, allovv-ing you to rely on them 
defensixely 

/\nd speaking of Als, tire computer 
players in RA may not be an\1liing to 
write home about, but they base learned a 
few nast}' tricks. In general, any lack of wit 
is well compensated b\’ numbers, and 
enemvharas.sment attacks are now much 
stronger and tend to come from two 
directions simultaneouslv. dire only real 
disappointment here is that your op[)o- 
nent is still usually as blithely unaw'are of 
being blasted from long range as he w-as in 
G&G. Pathfinding AI is still sometimes 
cjLieslionable, and jilaycrs should a\’oid 
long-distance movement commands. 

IRON CURTAINS 
AND FORTRESS EUROPA 

G&G fans looking for now tovs w on't 
be disappointed, dlie new units for the 
Seniets range from guard dogs that can 
tear a soldier to shreds in a second (but 
die \ eiy easilv thenrseK es) to hunter-killer 
.subs and ground attack fighters, b'.vcn 
their standard artillcrx' piece is the deadly 
and exotic XG.dhe/Mlics ha\'c lc,s.s llash to 
their new weapon,s, but there are interest- 
ing additions to the usual tanks and 
machine-gun jeeps, ' I he Western answ'cr 
to the Russian sub fleet is a whole .set of 
naval vessels; the gunboat, the destroyer 
and even a hcav')’ cruiser, d he Allies can 
also produce medics who automatically 
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ilciil :in\' soklicR come in tonlnct 
willi. 

Apart from the new units, theciit- 
sccncs and music arc both at least cc|ual 
to the \’er\' high qiiaiit\' mark set in CcSjC, 
and the introduction alone is one of the 
hipper things to be found on a CO-llON 1 
these daws. Both stor^ lines arc invoking 
and actuallv quite graphicallv pleasing 
from the get go. espccialk' for the, Allies. 

1 here are some scenes tliat should be 
kept out of the hands of kid,s-unles.s \ on 
think 1 lannibal Lector is a fine role 
model, 'I he acting is good by computer 
game standards (though Linstein is dread- 
ful and Stalin isn’t quite spooky enough), 
and it’s a treat .seeing tlic imaginarv histore 
of C&’C. including the birth of the 
Global Defense Initiative, being fleshed 
out. 

’ 1 he scenarios themselves are tough, 
being much better designed than those in 
C&’C, and they are meshed more tightlv 
to the .stoiyiine. dhere is still the ini'; of 
base battles versus quests, where \'ou must 














► BETTER RED THAN DEAD In this alternate world history, the Soviets are especially nasty, 
brimming with "what if technology-including the electrical fury of the Tesla coils. 



► AINT WAR PRETTY? One of the many improvements in 
Red Alert, besides better multiplayer options and cooler 
units, is the SVGA graphics, which have enlarged the play- 
ing field and slowed down the action a bit. 


achieve an end without building up a base 
to support your efforts, but now these two 
types of .scenario play are often combined. 
Abu might have to conduct a secret 
bombing of a key cnemv’ installation with 
commandos before vtiiir eonstnietion 
unit arrives, orvou might have to capture 
and protect certain encmv buildings vv bile 
utterly deslroving the others. /Ml in all, it’s a 
mucli more organic and realistic string of 
scenarios that form the campaigns for 
each side. 


NEW WORLD ORDER? 

\ Iv' onlv complaint about 1^:1') Ai .r.ltl i.s 
that .some aspects look much better than 
others. Sometimes it feels like you are 
playing w'ith tlie roots of a much more 
ambitious design that was tied up quickly 
about iialfvva)' through, ’ I he Soviel units 
seem verv' cool and inno- 
v'ativc, while the /Mlies 
iiave onlv' a couple of 
good ideas and a lot of 
holdovers from C&C; as 
if the)’ were worked on 
last and there wasn’t 
much time left to make 
them unic[ue. 

The introduction of 
more air and seaunils 
could have signaled a 
real expansion for the 
game, but instead it is rel- 
egated to the tit-for-tal 
school of game balanc- 
ing; tlic /Miles get three 
.ships and the Soviets get one, the Soviets 
gel three attack aircraft and ihc allie.s gel 
one. 'I hc game never really expands into 
lliese new areas the w-ay WmiCkapT II did 
with naval warfare. Iliis .same undercut- 
ting of ]D(itcntial exists on theinfni.slnie- 
liire .side of things as well. Wdiile there are 
oil wells and exploding dmms everv- 
vvhcrc, it seems that the pari where ihev 
would have been integral loan expanded 
resource s)'stem is gone, and they just lie 
there like volatile cholchkies. 


'fiicre are a couple of other flaw/s that 
may a^ravute some players. Undving 
DOS aficionado,s will feel cheated bv’ the 
buggv’ and inadequate DOS version of 
this game, which doesn’t play in .SVO/V 
'Ihc other small problem i.s the choice of 
.subiccl mailer. Tho.se with long memories 
or a working knowledge of hislorv' mav' he 
somew hat bothered by Josef Stalin telling 
the plav'er what a great guv he is. 

Despite this, and the fact that Ih/D 
Ai. 1 ’;rt' could have been a real lea[) for- 
ward instead of a veiy cool expansion, it is 
.still easily the best real-time stratgame of 
the quarter. It will slake the thirst of any 
CoMiVLVND & CoNQlJPR fan while we 
vv'ail for C&:C2 to arrive, and if offers a 
solid enough game in and of ILself to 
make an excellent enfiy game into the 
genre. So unless vou absoliilelv bale real- 
time .strat games, Rl/D/Mj'-liT is an excel- 
lent alternate histoiy Icxson. ‘t 

^APPEAL: Any fan of real-time 
strategy games, especially Command & 
Conquer. 

^PROS: Excellent SVGA graphics that 
actually enhance gameplay, hip music, 
and two excellent storylines with well- 
integrated scenarios. 
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Four races are at violent orltls fur control of the Zeta gataxiil tt lulll tahe all iioor strategic genius tn harvest lesnurces. learn aeui technolugles nnri hullrl 
the superior space armada. But luumlng uver all uf yuu Is the ultimate thieat! Bn evil taco mure pnuieiful than gun and gum cumblned enemlesi 
Star Command; Bevulullun. Note to conltnl. time In command, time tu cnnguet. 
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NORE CONIROLLHBLE UNII5 HND ReCES THAN 
COMIIRND & COROUER RND HRRCRRFTfi. 
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Download the demo at http://^w.w^tinlepaGtivo.com/stap 

m lios I PC .01997 Metropolis Digital, Inc. All Rlghts Rosorved. PuUlshoi} and distributed by GT Interactive Sol 
IHl AM Command a Conquer Is a trademark ol Westwood Studios, Inc. WarCralt is a trademark ol 

I, III ' B B Bll2zard Entertainment, a division ol Davidson & Associates, Inc. All other trademarks are propertir 

■MBpIWK thoirrospoctivo companies. 
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Price: $54.95 
System 

Requirements: 486-66 
or better processor, 
8MB RAM, 34MB 
bard-drive space, Win 
95 or DOS 6,0-r-, 2x 
CD-ROM, mouse: sup- 
ports sound cards with 
DAC. 

If Of Players: 1-4 (via 
modem or network) 
Protection: None (CD 
must be in drive) 
Designer: David 
Lester/Impressions 
Publisher; Sierra On- 
Line, Inc. 
Coarsegold, CA 
(800) 757-7707 
Reader Service it 345 


REVIEW • LORDS OF THE REALM li 


Medieval Mayhem 

Turn-Based Strategy And Real-lime Combat Liven Up The Middle Ages 


by Tim Carter 


fi i\•c^ ihc inmil)LT of fantasv 
games that iilili/c quasi- 
mcclic\ al .settings, it is inter- 
esting that so few oftliem 
clcai \s ilh rcal-lifc medieval 
situations, ].,()i(DS Ol'Hit: 

II. from Sierras 
Impressions, demonstrates 
that you don’t need flying 
dragons or l'',lveii vsl/ards to 
make llie iVlidcilc/\ges interesting and 
fun. Some good old-la.shioncd waniion- 
geringwill do nieelv, tlianksoii. 

<‘\s a Rin-of-the mil! kiuropcan noble- 
man circa !20() ,\.t:)., \ ou find that you 
cannot in good conscience allow the 
recently vacated throne logo unclaimed. 
'Ihat selfsan le conscience, of course, also 
precludes \'our recogni/ing the pedigree 
of the other pretenders to the throne. 
Conflict is inevitable and won’t be 
resolved until one of you has united the 
kingdom, most likely under a mail-cov- 
ered h(X)i, 

'lliere are numerous thrones to \ ie for, 
as the game pros ’ides maps for Lsngland, 
Scotland, Irance, and Cennans; as well 
as for the Crusades and for a number of 
Oriental locales. /\ few generic map.s are 
also included, although I found that the 
game lo.sl much of its almo.sphere when 
not set in a particular locale. 

YOUR PARDON, MY LIEGE 

lj:)Rf)S II is essentially a wargame, with 
little of the political flair of the ])erioci. 
There are no marriage.s, foreign aid. Family 
tie,s and the like. It it were a play, I'd have 
to say it’s all blood, without either rhetoric 
or love; it’s really just raise an anny and go 
a-stompin’. 

liconomias [dass a fairly central n:)lc, how- 
ever, as von nurst not onl\’ build or purchase 
wea[X)ns and i ncrccnarics, but also feed 
)our ]xx)ple .so as to have a large and healthy 
po|)ulation from which to draw' soldiers. 



^ BUBBLE, BUBBLE, TOIL AND TROUBLE One Of the best aspects of Lords II is being 
I able to dump boiling oil on your enemy—especially in multiplayer games. 


Pood is the .single mo.st im])ortant commexii- 
tyin the mediesul economy; without it )ou 
won’t be able to keep j’our ]Den]Dlc ha|5py, 
and without a decent suqjlus your anny will 
stan’c as well. L'lacli county under your con- 
trol has a nun ilx;r of fields, which may be 
ali(x:ated for cattle or w heat fanning or left 
fallow. 

'lour econonw' Ls r.ither fragile and can fall 
apart c|uite cysih’ if all the rciilism options are 
scicclc'd. Ov enising u)ur arable land will 
cause it to deteriorate, rcc[uiring\ou to allo- 
cate many ]x.'a.s;ii its to roclamation, A variety 
of random es ents such as [l(X)d.s and fires can 
also desiroj'a field, and since you w ill likel)' 
need evcr)'.sc|uare inch of tenitoiy; it’s a good 
idea to keep on top of)'Ourlancl rise. Without 
decent agricultiir.il praeiice.s,you will srxin 
nin short of fcxxl.Wlhout enough fcxxl, 

\our |X)pulation will lx;gin to die or emigrate, 
[x>s,sibl\’ to countries controlled by s our 
op|X)ncnt.s. Also, starsution will dcstrov 
morale, w hich in turn will hurt sour income 
while encoura^ng further emigration. 

In all, it's a delicate balancing act, made 
more difficult b)’ the nec-d to |X'riodical!y 
draft large numlxTs of jourpopulation into 
theamiy.At the . Sill ne lime, )ou must also 


ha\ e spare |Xiisai its to work the mines, quar- 
ries, and forests for natural rosources to build 
castles and wca|x)n.s, 

BURN, SIEGE, PILLAGE 

As the other lends don’t seem willing to 
immediatel}’ acknowledge your call to great- 
ness, a little concjueiing is in order. /\mi)' cre- 
ation is prcth'.sim])lc; uni draft as inan\ [3eo- 
ple as sou fliinksour [xpulation can .spare, 
aim them with w halevcr w ca[roas s ou base 
built or purehased, and send llie w hole mob 
ciffto do their worst. 

Annies may fight in the open field, 


f NO WOOL SWEATERS While some fans 
may miss the sheep, the rest of the 
strategic game has been improved from 
Lords I, 
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PLAY IT II 
ON THE II 
INTERNET 

www.wai’wind.com 


iPCjGamery^Editor^sjChol^ 


A MINDSCAPE* COWPANV 


Developed by DreemForge Intertainment. war wind is 3 tiademark ol straiagic Simulations, inc.. a Mindscape Company. 
Wmdoi'rs IS a legistared irademaiK ol Miciosoli Corporation. 31996 Strategic Simulations. Inc. All rights reserved. 
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i : stomping Yoop Way 

To The Throne 


W hile the road to the kingship is rel- 
atively straight— beat up everyone 
and it’s yours— aspiring noblemen 
can still profit from a little strate- 
gic and tactical advice. Economic management 
must be based on balance. Begin reclaiming fields 
right away, and remember to let some lie fallow for 
a year. Manipulate your taxes frequently to keep 
your population happy enough that they won't revolt 
but not so happy that your land becomes overpopu- 
lated. Higher taxes bring in more money, which is 
obviously useful. 

If one computer player begins to dominate the 
map, as is often the case, begin waging a systemat- 
ic economic campaign against him (or her). When 
pillaging, be careful not to totally decimate a county 
right before you are about to take control of it. 

When going after border 
counties, focus on wiping 
out the opposition's 
peasants— this reduces 
his army but leaves the 
fields intact for when you 
take over, Remember, 
most of those peasants 
would have died defend- 
ing their homes from 
your army anyway. 

When fighting in the 
open, try to attack from 
as many sides as possi- 
ble-provided you have 
at least equal numbers. This will allow you to get 
amongst your opponent’s archers, keeping his mis- 
sile fire to a minimum. Don’t forget that you can 
direct the fire of your own archers. 



. inlo ihc altack. 

' 1 hroughou t the giinie the 
, tominaiKl interface i.s easy 
. and intuitive, and I found the 
' teal-lime combat to lx; quite 
enpyahle, even if many 0]3eii- 
field Ixiltles .seemed to degen- 
erate into mob scenes after a 
; \\hile. l,siLsix;ct tilts Lspiett}' 

: lealislic, frankli', and mans' fiis- 
; toriaas base noted tliat 
, inediesat annies were gener- 
; alh gisen adoiibic ration of 
: alcolinl right Ixtforc entering 
battle. 

'I lie artificial inleliigcnce in 
; U)iii}soF'niii:Ri:\L\illLs 
i fairl)’ competent but laiin- 
' spired. ' Ibis is a game that will 
I ap|x;;il mote to multiplayer 
i gamers, as lx)th strategic 
! action and tactical combat i.s 
; quick atid .sinijjle enough to 
! be plaj'cd online. 

\ M)' fa\'oritc battles were 

i utidoubtcdl)' tlic castle sieges. 

; 1 Icrc soil send \onr men 
i scunyitig to the battletnctits to 
i rain arrows atid boiling oil on 
; the oncoming amiies — or 
1 throw huge numbers of peas- 
‘ atits and swordsmen against a 
; tnoat, fillitig it in under fire 
■ wbilecatapultstiy tobreacb 
; the walls or battering rams 
; knock in the gates. Tliearchi- 
; tectitreoftbebi^ercastles 
I nicike for a good fight, and 1 
; had a great time tning to keep 
I a small garrison alive against a 


engage in castle sic'gcs. or simpK' pillage and 
bum the countryside as they go. Battles are 
fought in real-time (as in LOiy^.s I), although 
sou may jiaiisc the action to gis'c your uuiLs 
their orIcis. /\uimatc“d figuR.'s representing 
each of the \-arioiLs tyix^s of soldiers (archers. 
CRKslxiwmen, .s'woRlsinen, knights, pike- 
men, etc.) will march and fight as sou 
rcquire. although lhe\' do tend to bunch up 
or gel di.sorgani/ed when made to move 
long distances, 'I he\’ will also resixind verbal- 
ly to oRiers, incluclinga i\ ie! Cilxson-like “fol- 
low me" when the .swoRlsmen are oRlerecI 


; much kirger invader. 

Unfortunatclv, tlic computer doesn't do a 
[Xirticularlvgood job with c<istlcs. and for the 
full effect you really need a human oppo- 
nent.'! he coni[>iiter op[X)nenLs also iia\e a 
niajor flaw in tlieirs'tiatcgic response to some 
h]xs of threaLs. ITcc|nenllv tliey will not con- 
solidate their forces before moving against 
\ou. allowing your defenders to overcome 
two or more wxak amiies, w hen a single 
combined force would have crciited a much 
bigger jiroblcm. In addition, it is {Xissiblc to 
wage s\stcmatic economic vvarfarc agaiiast 
the computer by repeatedlv' jiillaging 




[ BESIEGED AND LOVING IT Regardless 
of realism questions, you'll find that 
assaulting a castle is more fun than 
pitched battles on the plains. 

weiilibv enemy -held distrieLs, with little fear 
of retaliation. 

Mv only other gri|>e with this gjime is the 
half-hearted altem[)t at historical flavor. On 
tlie one hand, tlic maps look very authentic 
cUid add to llie feel of the giime, while on the 
otlicr, each county [ilays more or less like all 
tile others— meaning it doesn’t really matter 
w here you start. Also, the op])onenl.s aie all 
generic, with names likc'lhe Baron or'lhc 
Bishop, and no atiein]M has lieen made at 
accurate heraldry', Given tlie case with which 
llicsc effects could hav'c been added, partic- 
ularly' titles such as the Duke of Burgundy or 
Lord Comwail, their exclusion takes away 
from an otlierwise su|x;rior product. 

As a game, LoiyiS OFTl li'. Rlv\l .M 1 1 Is 
fun, fast, and easy' to leaiii but still cliallciig- 
ing enougli to keep strategy gamers occu- 
pied for many hours. 'Ihe lack of reiillsiii and 
a somewiiat weak AI detract a bit fium the 
final product but not enough to make it any 
less of a success. % 


^APPEAL: Medieval enthusiasts, 
strategy gamers looking for a relative- 
ly quick and easy game to learn. 
^PROS: Clean, fun, simple, with 
decent tactical combat and a distinc- 
tive strategy system based on the 
time period. 

►CON& Weak 
computer oppo- 
nent generic 
roles, and little or 
no politics erode 
some of the 
game's potential. 
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HfflHDQHia, SBIHEI. ndt A place for the faint-qf-heart. nor the weak-df-hind! 


•MECHANIZED ARMIES RUN AMOK, AND YOU MUST DEVELOP THE STRATEGIES ANO ALLIANCES TO QUELL THE CHAOS. 


GO FROM BLUEPRINT TO BATTLEFIELD AS YOU DESIGN, BUILD, PROGRAM AND . LAlIlJ^tiH YOUR MECHANIZED 
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Super VGA Graphics intensify 
realism and excitement 


Internet Head-to-Head play 


Play against competitors across the world 
with Westwood Chat* 


New Command & Conquer Theme Pack includes 
screen savers, icons and desktop patterns 


Westwood 


Commend & Conquer □ trademark of Westwood 
Studios, tnc- ©1995, 1996 Westwood Studios, Inc. 
All tights leseived. Windows 95 is a registered 
itodemork ot Microsoft Corpotalion. 


tires existing Internet access 
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Sails Unfuiled 


TalonSoft’s Real- lime Sailing Game Springs A few Leafs 

by Bob Proctor 


Price: $49,95 
System 

Requirements: 486-33 
or better processor, 
SMB RAM, SMB hard- 
disk space, SVGA 
graphics, Windows 3.1 
or 95, 2x CD-ROM, 
mouse; supports all 
Windows-compatible 
sound cards, 
H of Players: 1-2 
(modem) 
Protection: None (CD 
must be in drive) 
Designer; John Tiller, 
Jim Anderson, Joseph 
Hummel, Jim Rose 
Publisher: TalonSoft 
Forest Hill, MD 
(800) 211-6504 
(410) 821-7282 
Reader Service # 346 


1 11 Ac:!-: OF S/\i[ , (AOS) 'HilonSoft 
wciglvs in w'itli its first real-time 
design, llicrc arc actually five 
clock .settings: jiaiiscd, real-lime, 
and three accelerated setting.s 
called fast, faster, and fastest. Yet 
things hap|3cn much slower than 
in your average flight sim, and you 
will spend very lilllc lime with tlie 
clock ninning in real-time. 
Perhaps the tenn contimmi}! action is 
more a])pro[)riate. Tlien again, did you 
know it takes an average of five minutes to 
reload a cannon? And aln tost as long for a 
lOO-gun behemoth to complete a 45- 
degree turn? Smaller ships are more 
responsis e, hut 1 think you begin to see 
the appeal of a fast clock. 

I'br those who arc murky on just when 
the Age of Sail occurred, the game covers 
the period from 1775 to 1820, in other 
words, from the American and French 
re\'olution.s tlirough the Napoleonic wars, 
'llicrc are 105 scenarios, of which 70 rep- 
resent battles between [:!ngland and 
I'Vance. An even 100 arc historical battles, 
four are just for learning the game, and 
one is a fictional battle taken fmm C. S. 
[‘bresters 


(HEiiaialnnErHBfflBBBinaHBBBSBliTHr'aiaEiH^^ 



► BATTLE OF TRAFALGAR This lop-down, 2D display shows two British columns bearing 
down on the French-Spanish in scenario 76. The lead ship in the upper column is being 
I fired on fay the French Hems; Santissima Trinidad has fired and is almost reloaded. 


in the historically plausible encounters 
that follow, you receive promotions and 
larger ships to command. If all that isn’t 
enough, a scenario editor lets you modify 
any of the 105 scenarios or create new 
ones. 






NAVAL CAMPAIGNING Use the Character generation screen to 
choose a name, a picture, a country, and a time period. Keep in 
mind that promofions to higher rank and larger ships are based 
on your prestige rating. 


A CAPITAL SHIP ON AN OCEAN TRIP 

Ibu can’t play bj' e-mail as in 
'liilonSoft’s B.'VrrLEGitoi 'ND series (no 
turns), but there is a provision for modem 
play. Unlike other recent real-time games, 
AOS has no provision for network plav'. 
1‘br solo play, there arc three settings for 
Ah manual (off), automatic (on), and 
automatic with fog of war. Roth sides are 
set independently, hut there is no w'ay to 
have the AI control some ships on your 
side and leave ollicrs under )'our control. 

'1 he AI seems competent at first, but 
more familiarit}' reveals a numher of sig- 
nificant faults. For exiimplc, w'hcn the 
wind shifts and catches the computer’s 
ship from dead ahead, the AI doesn’t 
change course, but lets the .ship sit there 
motionless. Tlie AI always changes to 
chain sliot at close range.s, even when it 
shouldn’t. Then, if you sail away beyond 
the range of chain shot, it sometimes sits 
and waits’ for you come back in range 
instead of reloading. 

'ITiese faults are the sorts of thing tiiat 
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STRATEGY/WARGAMES 


REVIEW • AGS OF SAIL 


> Ape Of Sail VS. Woollen Ships & Iron Men 


T he most obvious difference between Age of Sail and Wooden Ships & Iron 
Men is that AOS is real-time and WS&IM is turn-based. Real-time for ships, 
planes, etc., works best when the player has a single point of view. If, in a 
flight Sim. you also had to fly your wingman’s plane, you’d go crazy jumping 
back and forth. Thus, in AOS, the emphasis (75 of the scenarios) is on single-ship action. 
In battles with multiple ships, however, you are forced to jump around, and the interface 
begins to get awkward. 

.. Take navigation commands, for example. There are only two: Turn Right 45« and Turn 
Left 45«>. If you want to make a 135oo turn, you click the button 3 times— the ship will 
"remember” the commands and perform them even if you jump to another ship. If, how- 
ever. you want to turn 45« left (s^, to bring guns to bear) and then turn 45«> right (to 
resume the former course), you can’t just click the buttons in that order, since the right 
turn button also serves as the cancel command for any left turn orders (and vice versa). 
You have to order the left turn, wait several minutes for it to complete, then order the right 
turn, 

As long as this situation occurs on only one ship at a time, it’s not hard to command a 
squadron of five or six ships. Things are happening slowly, remember? In large battles 
(and there are 11 of these) there are usually four to six squadrons and you can give com- 
mands to an entire squadron. So it is possible to manage dozens of ships in real-time and 
only go a little crazy. Squadron commands are tricky, howevei; since different things hap- 
pen depending on which ship you have selected when you give the order. And when your 
squadron gets out of a neat line of battle, it becomes impossibly confusing, because all 
ships perform the order no matter where they are on the map. 

AOS and WS&IM do share some qualities. They each have 8 points (directions) of sail- 
ing, 5 levels of crew competency, and omit land, shallow water, and anchoring (although 
AOS allows ships to remain motionless, even in a strong breeze!). Each game includes 
scenario editors but not ship editors, and both have "campaigns" that are little more than 
random scenario generators. In AOS’ scenario editor, you choose from 2000-f ships listed 
alphabetically (no dates given); in WS&IM, you choose ships by period, by country, and by 
class and can rename them. 

They differ most dramatically in that WS&IM has a more realistic sailing model, with 
drift and tacking maneuvers; AOS’ model lacks momentum and drift and all maneuvers 
are combinations of 45-degree turns. In both games, crew quality affects the accuracy of 
cannon fire; but AOS crew level also affects the rate of fire (score one for real-time!). 
WS&IM crew quality affects strength in melee; in AOS crew size affects strength, but crew 
quality does affect willingness to surrender WS&IM is limited to 25 ships per battle, while 
the AOS limit is unknown (but is at least 70 ships). The bottom line for now is that the 







^THIS IS MUTINY AGE OF SAIL (left) and WS&IM (right) appear very similar here, and we were 
1 winning in both battles. But unlike WS&IM— where you decide how long to fight— a couple 

1 of hull hits and our poor crew forced us to surrender in AOS, even though we were winning! 


can be fixed in patches— vension 1.02 has 
already been released — but 1 ihink they 
show dial this lillc was hnnied to market 
in til ne for Christmas shoppers. ' I he cam- 
paign game has similarly rough edges, the 
text explaining the battle does not alwass 
appear, and the red X sliowing the bailie’s 
localion is sometimes in the middle of a 
land mass. These peculiarities have little 
bearing on play; more significant is the 
a])parenl lack of Ihorough play testing. If 
you're successful, )’ou eventually gel [uo- 
moled lo a ship of the line and then spend 
the rest of your career fixing (and failing) 
lo catch smaller craft that know better 
than to engage. After ten ora dozen of 
thc.se futile efforts, retirement begins to 
lookap)5ealing. 

TRADITION OF VICTORY 

Another problem with the game is that 
a crew of the poorest cjualib’ will surren- 
der aiitomaticallv when damage or ca.su- 
allies reach .some arbitrarx' thre.sliold, ev en 
if yon are winning the battle! Really bad 
crews arc rare in scenarios, but in a cam- 
paign, yon alincxst ahvays gel a .ship with a 
poor crew at some point. 

Although I’ve done a lot of fault find- 
ing, there are things to like about AOS. 
particularly the graphics, the alxsencc of 
program crashes, and the enonnous .ship 
libr.iix’. AOS does capture some of the fla- 
vor of the period, and it is a game with lols 
of potential. Many of iLs problems (Al and 
otheiwi.se) could be fixed with patches. 
'lalonSofi has.shownuvitii its BAlil,!':- 
(IKOI iNli line that the design team 
im|)ro\ es sleadih’ from one game lo the 
next in a .scries, h’or those of us w ho eiiioy 
real-time sailing, we hope they’ll do the 
.same with Aot: OF S.\ii.. % 


^APPEAL: Old sailors, officer 
trainees, and powder monkeys. 


^PROS: Beautiful graphics, huge 
number of scenar- 
ios, enormous ship 
library. 
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THESE REMARKABLE 

ADVENTURES 

BEGAN A LONG TIME AGO 

I N A GALAXY 

FAR, FAR AWAY. 

(THE PRICE, HOWEVER, IS QUITE DOWN TO EARTH.) 



STRATEGY/WAR6AMES 


REVIEW • BATTLEGROUND: ANTIETAM 




Price: $49.95 
System 

Requirements: 486-33 
or better processor, 
SMB RAM. SMB hard- 
disk space, SVGA 
graphics, 2x CD-ROM, 
Windows 3.1 or better, 
mouse; supports Win- 
dows-compatible 
sound cards. 
# of Players: 1-2 (hot 
seat, modem, or e- 
mai!) 

Protection; None (CD 
must be in drive) 
Designers: John Tiller, 
Jim Rose, Charles 
Kibler 

Publisher: TalonSoft 
Forest Hill, MD 
(800) 211-6504 
(410) 821-7282 
Reader Service H 347 
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Carnage In « 
The Cornfield 

Antietam Is The Best Of An Excellent Series 


by Bob Proctor 


T he B.vniJsCitouND engine 
sho\\case,s larger-thiin-life 
baHies, from V\btcrloo to tlic 
Bulge. Butcie-spitethe 
improvements made to their 
AlO' NNI'IS game (now titled 
Blilck), the system is at its 
best when .simulating 19th- 
centiir\- conflict. N'irtually 
identical to B.M’lLtiGltOUND 
■1; Si IILOH in terms of hinctions and fea- 
ture.s, /\N’ni:i>\M is such a fine exiimple of 
how niuchlalonSolt has improved its 
B.'YftLiiCROUNi') engine from rough 
beginnings to the best on the market that 
it should make corj^orate Anerica jealous. 

Tlie gorgeous maps — jjainted b)’ 
Charlie Kibler, wlio did nice maps for so 
many A\alon Mill board games— and the 
use of small figures as unit icons im ite you 
to come in close to see the detail. 

Zoomed in, you sec le.ss of the map, 
which means that with the longer-ranged 
weapons of tlie 20th century’, sou can’t 
.see w’ho’s shooting at you, and the mose- 
ment of mechanized units is always going 
off the edge of the screen. ' I hat means 
lots of scrolling, which is the one weak- 
ness (performance-wise) of the BC 
engine. The map gets “chunked" in mem- 
ory’, and when y'ou scroll acro.s.s an iiw'isi- 
b!c scam there is an agonizing wait. It’s 
really only five seconds or so, but it seems 
like foreser. 

In spite of this, the game plays very well 
on computers with just the minimum 
rec|uiremenLs, e.specially those that sujv 
port a resolution higher than 640 x 480. 
The BC engine .supports three different 
.screen rc.solution.s: 640 x 480, 800 x 600, 
and 1024 x 768. (The difference can be 
seen in the .screen shots, done at different 



w PILE THE BODIES HIGH Antietam's hl-res graphics beautifully depict the bloodiest day in 
I American history. Here at Miller’s farm and cornfield, losses on both sides are high. 


re.solutions on the same 14-inch monitor.) 
Whereas the visible map is7 by 9 he.xes at 
640.\ 480, you can see about 14 by 13 in 
1024x768— about three and a halftimes 
more area! This is large enough to display 
80 to 90 percent of the map for the small- 
er .scenarios, which means you’ll hardly 
ever have to scroll. If vour svstem supports 
only 640 x 480, you'll ha\ c to choose 
between .scrolling more or playing in 
"zoomed out” mode where the hc’xcs and 
units arc much smaller. If they get too 
small, I find the 2D display mode a little 
clearer. It uses squares or counters for unit 
icons and just doc.sn’t have the visual 
appeal of the 3D mode. It’s also possible 
to make the map full screen by drop|>ing 
the unit infonnation at the bottom, but 
that makes it harder to see tlie data. 
Bc.side.s, I enjoy seeing the different uni- 
forms of the regiments. For the first time, 
a wargame has me wishing for a bigger 
monitor— much bigger! 1 can use 800 x 
600 as a reasonable compromise for 
now'— and it’s nice to have a program that 
supports enough options that compromLs- 


es arc pos.siblc. But, hey, if I’m going to lay 
out my money for a 19” tube (dare I think 
21”?), 1 want TalonSoft to support 128()x 
1024 as w ell! 

"DESTROY THE REBEL ARMY, IF 
POSSIBLE." 

-A. LINCOLN 

It was a fascinating battle, the single 
bloodiest day in U.S. history. 'Ihe LInion 
i-\rmy had superior strength, but their 
uncoordinated attack resulted in several 
separate encounters on different types of 
temiin. \V!iat these clashes had in com- 
mon was that they' were confused, desper- 
ate, anrl bloody. Tliis chaotic ajsproach 
makes the battle easy to break info smaller 
scenarios that work very well in temis of 
meaningful objectives and good |}lay' bal- 
ance. Tluis the primary attraction in 
ANni;r!/\M is the large number of interest- 
ing and varied short scenarios. This makes 
it a good choice if you are buying your 
first B.-vriLEGROUND title. The historical 
scenarios lock in tw o factors— the lime 
that McClellan released the Union forces 
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taftiplayind wim t 






MOST 


WARCRAFT II 


DESCENT ONLINE' 


ROLEMASTER: MAGESTORM'" 

I CASTLES II: SIEGE AND CONQUEST' 
SPLATTERBALL'“ 


VIRTUAL POOL 


AIR WARRIOR 


MULTIPLAYER BATTLETECH 


LEGENDS OF KESMAI' 


THE Af^ENA IS HI^OUGHT TO YOU HY t'ATnHLINK TJETWORK, IfJC., Pf^OVlDER OF 
THE COOLEST, EASIEST INTEF^rjET ACCESS ON EAF^TH. CALL TODAY TO SIG^J 
UP ArJD f^ECEIVE YOUF^ FREE EAfni-llilNK NETWORK TOTALACCESS" PACKAGE 
WAH EVEf.'fYTHING YOU NEED TO GET OrJ THE irJTEf^r^T \N MINUTES. 


EarthLink Network* 


1 - 800 - 595-84 2 5 


IT'S YOUW INTtUfJLT' 


CIRCLE READER SERVICE #233 1 

61996 EarltiUnkNatwoiV, IrK.TradomarlQira property oltbw*MfMlfFooHnsre.1?ie Arena is a rogisteiEdUademtfttofEai^^ltoiwak, Inc. iUi^MtRewrvad. 


PRIZES CHAT ON-LINE TOURNAMENTS ONE USERNAME ONE PASSWORD ONE ACCOUNT 




STRATEGY/WARGAMES 


REVIEW • BATTLEGROUND: ANTIETAM 



T here are 25 scenarios, of which 18 deal with 
September 17, 1862. Four represent the entire 
battle— all day. all locations. One is historical 
and three are “What if?” scenarios. Five sce- 
narios represent "half battles" with half the map and about 
half as many turns. Three of these are the northern half (one 
historical and two "What if?" scenarios) and two represent 
the southern half (one historical and one, slightly longer; that 
asks "What if Burnside had attacked sooner?") 

The other nine scenarios all portray pieces of the action, 
seven of them historical. The names— Carnage in the 
Cornfield, Bloody Lane, Burnside's Bridge— will be instantly 
recognizable to anyone who has read about the battles or 
walked the battlefields. They range in length from 5 turns to 
23 turns (about half the full battle), with four of them in the 
8- to 12-tum range, a good amount to play in one sitting. 

The battles in the north center on Miller’s farm and cornfield, 
an open area surrounded by woods on three sides. Farther 
south there are fewer trees, but the rolling hills provide cover; 
and there runs the sunken road known as "Bloody Lane," To 
the far south, the Confederate forces around the town of 
Sharpsburg face Burnside’s Corps across Antietam Creek, the 
banks heavily wooded but the heights on either side relatively 
open. In the center is the bridge where Burnside struggled 
for hours to force a crossing, but close by are the fords 
where his troops could have crossed easily. 



Y plug THAT GAP! This 640 x 480 screen shows Fox Gap 
I from South Mountain, The rebels (on the left) take advantage 
I of stone walls and uphill positons. 

Of the remaining seven scenarios, six cover the Battle of 
South Mountain, which occurred three days before Antietam. 
Three of these portr^ the entire d^'s fighting (tvro are what 
its) and three show the actions in short 10-tum scenarios. 
The map has much higher hills and is mostly wooded, but 
many roads and trails make flanking maneuvers possible. The 
Rebels are always outnumbered but have the advantage of 
good defensive terrain and an uphill position. These are good 
scenarios to begin with as they have low unit density. The last 
scenario is a skirmish on the evening before the big event. It is 
just six turns, with relatively low unit density and good balance. 


loiilluck ;incl tiic limcllic Confederate 
foiee.s Irom I laiper’s l'err\' arrived. Many 
of the Inpolhcfieai seenaiio.s do nothing 
more than randomi/c the liiningofthc.se 
es ents — an ingenious \\ a\' to make soli- 
taire plav more iinpiedietahle while 


' 1 lie Al has hcen getting steadily more 
iiggressivc. ln/\N''riin;\M, it is jirsl as aggre.s- 
,sivc as it was in Si lil.01 1 and this leads to 
realisticatlvhigh casuaftie.s— I ran np 
more than 4,000 (for both side,s) in three 
hours in the eomfidd! It .seems like the ATs 
judgmeni has impro\ed in nianv situa- 
tions; melee, counter- 
battciy fire, and pro- 
tecting snppK' wag- 
ons. If there is a 
weaknes,s, it is that 
theAl is too aggre.s- 
sis'c on defense, ])ar- 
tieularlyeonduetinga 
fighting withdrawal. 
For this reason, I 
think mv fa\’orite soli- 
taire game will he 
conducting the 
Confeder.ite defense 
against the Union 
onslaught. Play bal- 
ance in most .scenar- 


ios seems e\’en, A few' seem to fas'or the 
Union if\'on avoid the historical mistakes, 
hut voii’d expect that with any halhvay 
decent simulation. Of course, if you’re 
willing to .sacrifice a hit of realism, vou can 
adjust the balance in any scenario b\- using 
the “Advantage" slider to give one side or 
tlic other a pennaneiit die n)ll modifier in 
combat. B.-\iii.i';(:i«HiND;Axni':iAMisa 
wonderful addition to a great scries. 1 can 
hardly wait for Fi'N-% 


^APPEAL: Anyone with an interest 
in gaming historical situations. 
^PROS: The Batueground engine is 
the best yet for 19^"-century battles, 
with bug-free programming, beautiful 
graphics, and a 
wide variety of sce- 
narios. And this is 
the best of the lot. 

^CONS: Slow 
scrolling on some 
systems; no sce- 
nario editor. 


retaining the overall led ol the battle. 



VULTURE'S EYE VIEW In the 2D strategic view, Antietam Creek 
runs along the bottom, the town of Sharpsburg is upper left, 
Bloody Lane is smack in the center and the Miller farm is upper 
right. And check out the variety of those Union uniforms! 
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The Sky Is No 
Longer The LimiL 

Go where no gamer has gone before 
B^OND Panzer GeneraC Volurme ^ in 
SSI’s awaid-winning 5-Siar Series," jwfk 
STAR GENERAL" is iighf-gears • WMl 
ahead of ifs proud ancestor! 

Feel the power of ah ihcrediblg 
enhanced Panzer General game engine. 
A Two-Level Combat System that accomrrlhdates 
space combat AND surface combat. Resource man- 
agement- conquer enemy planets and develop 
them for your r!eeds..See the beauty of over 
•90 fully rehdbred 3D starships, lOO-r- ground 
units and multiple planet types. Command, 
• a multi-planetary force as. you struggle to repel the 

advances of six el[en races. Engage in a variety of.wars as 
any pf 7 different races. And be prepared to put in some time! 
The scope of STAR GENERAL Is as vast as space itself - with 
well -over 100 hours of game play. The sky is ho longer the 
■limit. So light up the heavens in a cosmic battle 
lie for the righLtd,be called STAR GENERAL! 


Combo (?D-R0M 
WJIIIDOWS*’ 95 a OOS 


www.5fatgEneul.coin 1^ 

TO ORDBt: Visit your retailer 
. orcall1-800-B01-PUY. 

STAR GENERAL it ■ Iratemirk o1 SInIttIc SImulillotit. Inc.. 
, I MIndscipt Compiny. 61999 SIraItgIc Slmuiillotu, Inc. 

All righli rettmrl, Wlnrlowt It i Irerlemitlibl Mictosoll Coip. 

■ OeveloptdtiyCilnre. 




TSR#2167 

ISBN0-7B68-0602-: 


^ Available at Waldenbooks, Hastings, Media Play, On Cuei^HS 

Bookfr-A^^IIRon, Crown Books, Qectronics Boutique, Software 
Babbages, game, hobby, and books stores everywhere. 

Get the demo on the internet at 

ftp.mpg1n1.Gain/Giamin9r/ira 


iftfl CD-ROM Core Rules 


Dulig eonsgcDra goiis 
CD-ROM 

FORGED in 


The Advanced Ddndeons 8 
Dbagons* CD-ROM 
Core RuIbs includes: 


3D map makei — an exclusive 
way to create maps with all the 
AD&D^^ conventions, and then 
render them 
into 3D! 

Character generator— 

a complete generation system 
based on the Player’s 
Handbook rules. 

Encounter generator— 

random monsters, and you can 
put them on your own maps! 

Treasure generator — any 

type, any size treasure can be 
created in a few mouse ciicks. 


Monstrous 
Manual' database — and 

it’s customizable, too! 

Player’s Handbook 
Dunceon MasTER Guide 
Tome of Magic 
Arms and 
uipment 
Guide 

And more! 


SCORPIA • ADVENTURE/RPG 





dt Some 
nice touch- 
es aside, 
Maxis' first 
adventure 
game is 
simply 

mediocre. 99 


Numb Skull 

Ouf Resident Aztec Expert Dissects TheChystal Skull Tour 


^ HONEY, HAVE YOU SEEN MY KEYS? Quetzal’s quest for a mysterious ciYstal skull will 
I send him to a variety of locales in ancient Mexico. 


bring Qiicbii] to tlie piilacc. Sn;i]cc)’ lias 
other ideas, how eser; I ic ordets the giuials to 
kill Qiicl/iil instead. So. at the start, Quct/;il 
nuLst a\x)id the guards and come ii[) with a 
•siife wri)' to visit Motcciilizonia to leam 


main ciioior cluinges shape as it 
moves around hot s]X)tson tiic 
scrceii: a ]X)inling arrow for move- 
ment. an eve for something to look at a talk 
ball(K)n for people to talk to, and a hand for 


!► If you liked the look of 
I Sierra’s recent King’s Quest 
I games, but thought the 
I gameplay was a bit too 
I syrupy, you should consider 
ISirTech’s Fable. The iush 
! high-res animation of an ex- 
Oisney artist is complement- 
ed by four huge worlds and 
some four dozen characters 
with which to interact. 
Whether this adventure will 
"challenge your moral fiber" 

continue on page 202 ►►►► 


w hat’s going on. W'licn he gets there, the 
em[x:ii>r orders him to find the crvstal skull, 
and the rest of the game Ls taken op witli 
Quetzals efforts to obtain the nivsterioiis 
artifact. 

HINTING AROUND 

I lie game’s iiiteifacc is very simple. 'I he 


items that can lx‘ |)icked up or mani|)iilated. 
/\t the Ixiltom of the screen is tlie toollxir, 
w heie von can .savc/restote, eciniine voor 
invenlon; pick lip .some info on Azice eiil- 
tnie, bring op a ma]5, shapeshift or get a hint 
for a difficult .situation. 

'I he map isnota tvpieal aiitomap; it is 
complete when you look at it. and some 
locations are “enabled,” mean- 
ing yon just click on them to go 
there. Oniv’ a few of these loca- 
tions are enabled on anv’ section 
of the map. Wliile this cots 
down on .some trav el time, for 
the most part you’ll .still do a lot 
ofwalking around. The invento- 
ly ]5ouch shows cv-crvlhing 
Quetzal is carrying. Using an 
item is simplva matter of pick- 
ing if up with the cursor, then 
clicking the cursor where you 
w ant to use the item. If an 
object can’t be used in a partic- 


liey’ve taken on 
cities, islands, ant 
famis, golf, heli- 
copters, health 
and the earth, 
Now Mavis 
weighs in w ith 
one of the 
world's hardest 
things to simu- 
late: a decent adventure game. Like manv 
game companies before them. Mavis has 
chosen to ride the apparentlv unstoppable 
wave of .Mvsi'-alikcs with T’Hr, Crystvl 
S ki 't.t, a three-CD adventure complete 
with prettv gra|3hics and full-motion 
video. It’s not the worst game in the world, 
but we ilon’t recommend that Mavis 
abandon their sim franchi.se just yet. 

' I he .sloiy Ls set in the time of tlie Aztec 
empire, during the rcign of .Motecuhzoma 
II. known more familiariv (though incxrrrcet- 
ly) as “N lontcYuma II. " 1 1 is last Ixfore the 
amVal of the SpiiiLsh, and N loteculizoma 
.sc“es bad omens e^■ervw here, including his 
dreams. 

/\ reclining figure in tlic dreams Ls 
Oi ict/iil, bir(lkcc[X'r in the roval zxx>. and our 
hen). T he cm]X'ror wants to see him and 
Olliers Snake Skirl (his tmsted advisor) to 
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in the same way as Ultima IV has yet 
to be seen, but Sir-Tech deserves a lot 
of credit for taking chances in an era 
of pretty— and empty— MYST-clones. 

► Cyberdreams’ Blue Heat is nearing 
release. You may not have heard much 
about this game from Orion (Pictures) 
Interactive because its content is likely 
to be somewhat controversial. It’s a 
murder mystery built around a photog- 
raphy studio that specializes in men’s 


1 magazine photos. Featuring 5,500 stills 
I and 2 hours of video (much of the 
i footage featuring female frontal nudi- 
i ty), gamers will need to question 16 
I suspects and follow up to 400 clues to 
j solve the mystery. A host of familiar 
j television and film stars enliven the 
j acting. Blue Heat is definitely a step 
I beyond Noir in both subject matter and 
S game size, a Silk Stalkings for the 
i computer gamer. 





Price: $29.95 
System 
Requirements; IBM- 
compatible 486 
DX2/66 or better 
processor, Windows 
3.1 or Windows 95, 8 
MB RAM, 3 MB hard 
disk space, 2x CD- 
ROM. 256-color SVGA 
monitor, mouse; sup- 
ports all Windov/s- 
compatiblB sound 
cards. (Macintosh ver- 
sion requires 68040- 
faased processor or 
better). 

Protection: None (CD 
must be In drive) 
Developer: SOME 
Interactive 
Publisher: Maxis 
Walnut Creek, CA 
(510) 933-563 
Reader Service k: 316 


ular.sitii;ifi()ii,yoii con’t hike it from the 
invenlor)'. 

Tlie iii-g;imc hinl system is extensive, 

\\ ilh clues and an.sxver.s for just about 
cven puzy.le or difficult situation. Mach 
setof liintsbegiiis uilli a \aguc nudge, 
and proceeds on, becoming more obsious 
until tlic complete answer is revealed. \bu 
must choose at the start of the game 
whclberorimt the hinl.swil! be active, if 
you decide not to have bints, theoiiK'way 
to get them later would be to start a new 
game. 

Com ersalions are usually begun by 
clicking on a person, although occasional- 
ly they happen aulomalically. Sometimes, 
there is no a;a! dialogue; the person lust 
tells vou .something. At other linie.s, 
Qiiel/al must .sa\' .something nr respond 
to a question. When this happens, three 
small pictures of Quetzal appear at the 
bottom of the .screen. Mach rcprcsenls a 
different response, and you decide wliich 
one he gives h\’ clicking on it. 


I he view is third-person lor a change, 
willi Quetzal on tlic serceu ai! the time, 
set against a background ofaulhenlic- 
looking;\ztec buildings and the like. 
Indeed, a lot of research oh\ iouslv went 
into this game. Whercser )'ou arc, you can 
click the codex icon to sec a .screen or two 
ufinfonnation on how the euiTcnt loca- 
tion relates lo/V.lec culliire. All the char- 
aclers a|)pear (n he cires,secl in hpical 
/\z,lee sh'le. 

So it's a great pity that all this effort is 
largclv wusted, because while the setting 
is authentic, the characters aren’t, 'Ihcy 
rim around with 2()lh cenliiiy' altitudes 


All il does is make a farce of (he whole 
thing. 

Not content with that. the\’ also bring 
in lime trav el, with Quetzal going hack to 
the founding of the /\ztec ['.mpire. Much 
of the game, in fact, takes ])laee during 
that lime period. Wliy? I don't know, 
cxce]M llial time travel seems to he “in” 
lhe.se davs for adventiire,s. and pos.sihly the 
designers felt they sliould jump tjn tlic 
bandwagon. Wliafcver the reason, it does- 
n’t add ainlhing worthwhile to (he game. 

'Iheie doesn’t, for that matter, seem to 
l)c miieh w'orthw'hilc about this game in 
the first place. Quclz.al hunts around, 
finds the .skull, and then he and his girl- 
friend end up in modem-day .Mc.\ico at 
the finale. 


20TH CENTURY KNOCKS 

Some people mav be worried about 
.scenes of\iolenee,e.spceial!y as the 
i'Wtecs w'cre famous (or iiifamoii.s) for 
their blood riles. Wdiile I hey certainly did 
kill manythousaiids — both thcirown 
people and war captives — as sacrifices, 
this is not a pari of here 

arc no gorv’ i) 0 (lies or gruesome visuals 
here. One ])risoneT of war does have his 
heart cut out, hul lliis is shown from 
behind (lie high priest, and more h\- impli- 
cation than aiw’lliiiig else. In this icspecl, 
at ica,sl. the designers showed good sense 
bviiot dw elling on llie unpleasant or,scn- 
sationalistie, 

Cnipliicallv, the game is ver}'prellv. 



► HARDLY SIMAZTEC CRYSTAL Skull’s automap feature is 
about the only thing that looks remotely like the com- 
pany’s fabled sims. Too bad the rest of the game isn't 
as good. 


and speech. \Mien references are made to 
Swiss armv knives. ( leoi gc 1 lanison, 
open-heart .surgery (meaning the /\ztce 
blood ritcofeuftiiigoiil heaiTs),and the 
like, the atmosphere is completely 
dcslroved. Any feeling of being in /•\z.tcc 
times rapidlv disappears .soon after the 
game begins. Perhaps ilie designers 
tliouglit this would inject a little humor 
into the game. If so, (hev llioiight wrong. 


NOT CRYSTAL CLEAR 

As far as the puzzles arc concerned, 
most are no great shakes, and some are 
just dumb. At one point, you enter the 
marketplace and do .some trading of items 
you liavc for other objects. ’ihen the boat- 
man turns up, and the only tiling he’ll take 
as payment is .something you traded aw'a)’ 
carlier-and he doe.sn’t 
a]5pear until after )’ou'vc 
given the item awav. So \’ou 
have to return to the market 
and trade around again to 
get the item hack. 

F’Jsew'iicrc, )'ou receive a 
pass from iMolccuzhoma to 
get b\’a guard so you can 
leave (own. Onlv the pass 
doesn’t worfe ' on aetiiallv 
need lluit for sometliingclse 
later in the game, and have 
to find another way around 
the guard. Tilings like this 
don’t add much, if anylhing. 
to the pla\’ value. 

Overall, T’l ])■ Cl^KlAl, SKlll.l, is a di.sa|>- 
pointmeiit. Wliile prctl\- to knik at, the 
game offers little of .substance besides the 
culture notes. The puzzles are often drea- 
rs', and the atino,sphere is lacking- 'Ibis is 
one of (hose products that is neither tcni- 
hlc norg(H)d, onl\’ mediocre, \\1iai could 
base been a fascinating visit lo/\zlec times 
turns out to he inereK sillv and dull. % 
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For a free Windows '95 demo 
^ or to order The Space Bar 
Mac OS direct, call 1 . 888 .SegaSoft 




Just another CD-ROM game 
where you’re a psychic gumshoe detective 
trying to solve a murder by mind-melding 
with drunken aliens. 


from another planet!" 
stuttered the stunned high school 
student. Strangely enough, the liaison 
between Earth and Armpit VI was 
none other than Steve Meretzky, 
whose extensive experience with 
has been well-documented in 
‘The Hitchhiker's Guide to the Galaxy" 
and numerous other space epics. 


(^SegaSijft^ 

www.segasoft.com 


TULLAHOMA, TN-lt's interplanetary fame for 
Gerry Smith, 14, a ninth grader who helped save 
otherworldly beings from a shapeshifting serial 
killer! Gifted with ESP from birth, Smith was 
hand-picked by the ETs for his uncanny method of 
gathering clues-by seeing the past through the 
eyes of aliens! Is his reward forthcoming? Well, 
sort of... The aliens agreed to pay Gerry back on 
his terms-with a lifetime supply of pork rindsi 
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THIS REVOLUTION WILL BE TELEVISED 


Tonight 

and eveiy night. 

A full hour of 
prime time 
programming 
about the 
digital revolution. 
News about 
computing technology 
from the human 
point of view. 


Every night at 

10pm and 1am Eastern time, 
7pm and IDpm Pacific time 
on MSNBC, the 24-hour cable 
news channet. Aiso on the Web at 

www.thesite.com 


IMBC 



DENNY ATKIN • SIMULATION/SPACE 


Rebuilding The 
Classics 

Online Add-Ons Bring New Life To Busting Warbirds 



D 


once in 
hciny rota- 
tion on 
yourCD- 
KON'I clrivo that now sit gatliering dust? 
Well, it’s time to raid that shelf. A number 
of creative folks out there have rcversc- 
eugineered their fasorite sinis and created 
editors, add-oiis, and e\ en entirely new 
campaigns for ihein.Wliethcrs ou’rc 
looking to add a little excitcinent to Si)-27 
hlANKl'llt or fill the gap \shilc \’ou wait for 
Homebocl}' to shij) a new \\\V 1 1 sim, 
there’s .something out there for you. We’ll 
sample some of the more popular utilities 
here, hut keep in mind that a quick web 
scare!] can find utilities for nearly any 
popular sim. 


FLANK AHACK 

Mindseape’s Su-27 l'’lA\KI',lt has one 
fatal flaw-it comes with a limited number 
of missions. Once \ou’vc flown those, 
you’re stuck either browsing the w eb for 
the limited number of asailable u.scr-crc- 


ated missions, or creating your own chal- 
lenges in the |5rogiams mission editor and 
forgoing the suqrrise factor. 

Now' there’s another .solutioii-Mark 
1 lermonat’s freeware Si)-27 l^xNDOM 


N IissiON GENEllATOlt. ’lliis iitilih’ w ill 
generate both air-to-air and air-to-ground 
mis.sions. You can adjust the number of 
flights in the skies, A1 .skill les el.s. and 
friendh' and encni)’ ail' bases. ’ I he mis- 
sions created by the utilitv' aren’t ([uite as 
tw eaked as user-created niLs- 
sions, but the\''re easil)’ as chai- 
lengiiig as main’ of the mis- 
sion’s created by F.klOOO’s 
Wiirgen SN'stem. 

A MEANER EUROFIGHTER 

Speaking ofWargen, the 
innovative but sometimes 
maligned mission generator in 
Ocean/LYIDsKI'’2(K)0. Ikiy 
Pun is of Viper Software has 
set out to addre.ss some of the 
complaints about that ssslem. 
'Ihe sharcssare ^>2000 CAMI’AtON 

lets \'ou create five different 
t\pes ofeampaigns.'lhe Fa,s)' setting 
faces you off against ver\’ poorly armed 
Russian forces. Moderate offers more of a 



There's 
a certain 
thrill in 
buzzing your 
neighbor- 
hood airport 
in an F-4 
Phantom 
II 19 



► “The rumors of our 
assimilation by 
Microsoft are greatly 
exaggerated." At least, 
that’s the word from 
SSI’s Russian Su-27 
Flanker team at Eagle 
Dynamics. Despite an 
internet post from the 
program manager of 

I Microsoft's simulations Product Unit that said "the Su-27 Flanker 
team is indeed here at Microsoft,” it turns out that only two of the 
Sli- 27 developers actually defected, along with a few other Eagle 


Dynamics employees who weren't directly 
involved with the product. Mindscape assures us that not only is 
there still an SU'27 Flanker team in place, but that it’s also double 
the size of the original crew. 

► All this works out better for us, since we'll see two Su-27-influ- 
enced sims this year. SSI will be releasing an interim update to the 
original product in the form of a mission disk in coming months, 
to be followed by late in the year by Flanker 2.0, which will bring 
improved visuals, a better interface, and some surprising new fea- 
tures to the hardcore sim. Meanwhile, the word is still mum on 
what the Microsoft team has in store, but it appears to be a com- 
bat flight sim to replace the aborted F/A-18 sim that was in the 
works in cooperation with McDonnell-Douglas. 
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FINDING IT ON THE NET 


DENNY ATKIN 


challenge, hul doesn’t ovcr-cqiiip (he 
Russian forces. Hard .sets up the sides with 
a balanee siiggeslecl bs/c/Jics information 
on Soviet and NAl ’C) air power. ’ I he 
“Day'nirce Special" drops yon inlo a 
campaign where NAl '( ) is winning big, 
giving yon the opportunity to fly niLssions 
deep into Russian Icrritoiv. iMiiallv, 
‘Variable Ground Dcfen,ses” gives the 
enemy limited ZSU anli-aircmft capabili- 
ties at the beginning of the campaign, 
forcing them to move the guns fmm su[v 
pl_v areas to forward bases, 

Vi]rers RvNixiM MiS-SiON Gicnkkm'OK 
is .similar to the quick combat option in 
the EMOOO'IaCI'COM add-on, but it 
giv es yon man}' more options, 'ion can fly 
against Russian and NAl'O aircraft, 
adjusting a variely of .settings .such as 
ground or airborne slariup, AWAGs and 
wingman .support, and so on. 

Both products arc reasonably priced at 
onl}' $10 each. Yon can register them 
using Gompnserve’s SWRIsG facilitv'; 
otherwise, you'll have to use snail-mail lo 


moment, you cun alter 
IIUD art or aircraft tex- 
inres; DuoSoft is working 
on a 3-D editor that will 
even let yon change air- 
craft shaiies. Alter weapons 
characteristics, including 
gun burst .speeds, missile 
hit percentages, and dan i- 
age inflicted. 

'llie pilot editor lets yon 
revive a dead flier, or ski|> a 
mission you jirsl can’t com- 
plete. Or, ju-st go in and 
modif}- the mission to your 
liking. 

With enough effort, yon could jirobalily 
even ami the Moose object, giving enemy 
attackers the snqirise of their lives. '1 he 
only downside lo the utility is that there’s 
noway to check for its use in hcad-lo- 
hcad bailies. So if you're flying AH’' hcad- 
to-hcad and your opponent's A-U) sud- 
denly takes off at mach 3, the A 1 Y 
'I'OOLKrr is probably to blame. 



BIRD PROCESSOR The ATF Toolkit lets you modify nearly 
every aspect of the planes in Jane's ATF and Nafd 
Fighters. 


Su-27 Random 

http://ccue.wlv.ac.uk:8080/ ~ 

Mission Util 

in1053/flanker/$ii27.html 

Viper’s EF2000 

httpt//ourworld.compuserve.CDm/ 

Utilities 

homepages/RPURVIS or 
CompuServe’s FSCQMBAT Forum 

ATF/Nato Toolkits 

http://users.aol.com/iluosoftf 

private/DuoSoft.htm 

New AOTP/AOE 
aircraft and 
scenarios 

CompuServe’s FSCQMBAT Forum 

Flight Shop 

http://www.microsoft.com/games/ 

converter for 

Flight Simulator 

fsim/converter.htm 

Net Duel 1.1 

http://www.philipsmetlia.com/games 

Kali 

http://www.kali.net 



RARE BIRD Mike Hill's RCAF F2H-3 
Banshee flies in Flight Simulator for 
Windows 95, courtesy of Microsoft’s 
free Flight Shop converter 


is Ibc Snvict/\ir Force add-on by Nick 
Tedc.sco and James F. 'l'iltlc.'niis 
Soviet/Gcnnan battle is populated with 
ncvcr-before-simiilatcd aircraft such as 
the La-9, MiG-3, 1 .iGG-B, Sii-2, Yak-3, 
and 11-2 Stomiovik. 'Ihc terrain has also 
been modified to realLsIically depict the 
.snowy eastern front. It’s not a complete 
edit by any means-for iiTstance, ])iilling 
up tlic map shows Soviet bases 
as being in Lngland-but given 
the fact that AOF was never 
designed to be user-modifiable 
at all, the effort is quite imprevs- 
sive. You’ll also find an Italian 
Air Force module set in the 
Med, with fighters such as the 

l’iatG.50. 


send Founds Sterling to Scotland. 


EVEN MORE ADVANCED TACTICAL 
FIGHTERS 

1 iav'cyon cvcrwaiiied lo dig into a sim 
and change Ihc way if works? l')iioSoft’s 
$20 sharcwareArFTooLKlTisa Swiss 
amiy knife iililily lhal will lei you modify 
dozens of paramelcrs in Jane’s AnVANCMH 
Tachcai, h’lGl liKKS and Ihe NAl'O 
FlGiriEilS add-on. (A similar hnl more 
limited nlilily is available lor US Naw 
iMGl riK ICS.) 

Yon can modih’ perfonnance, weight, 
hardpoints, and damage resilience for 
each of the aircraft in the sim, Al (he 


EASTERN ACES 

Sometimes “editing" a sim gets out of 
hand, to ihe point that you end up with an 
almost entirely new program. Such is Ihc 
ca.se with the venerable AgivS ( IVKK 
Furoit, (AOF). Farly on, users starled 
hex-editing aircraft to modify their perfor- 
mance to fit different models of Ihose 
plane.s. Fvcntually, ihe edilors got more 
so[)histieatcd and ]ieople were able lo ere- 
alc new airerafl grajihies, Nowaday's you'll 
find dozens of modified and all-new air- 
craft for Agks OI'-'II it; Fagu'IC and AOlv 

But even more impre,ssivc are ihe 
entirely new .scenarios created for AOF 
by dedicated users. 'I be most impressive 


COMMERCIAL ENTERPRISES 

Not all the modifications are 

user-created. Microsoft has 
released a w onderful iilility that will allow 
you to import aircraft and advenlnre’s cre- 
ated with BAO’s R,lC,l IT Si lOP into 
l’’i ,iGi I T Si.MUiATOR FOR Windows 95. 
Searching the web turns up dozens of 
iini([iic aircraft that you’re not likely to 
find any time soon in other sim.s, from an 
XB-70 Milkyiic to the PBYGataliiia lo the 
'l-45Go,shawktrainer. 

I’ve mcnlioncd Ni'l' DlJFL the multi- 
player add-on for 1401 HER Dui',!., in Ibis 
s|Dace before. Now v'crsion 1.1 has been 
fine-tuned lo better snp|X)rl Internet play 
over 1C'\I.I. Check il out for .some avvasome 
head-to-head action at no co.si other lhan 
w hat von pav to connect to the Internet. % 
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lnl:erne't with up to 
8 players 


Over S.i billion 
Quadrants with up 
to 8 solar systems 
each, which in turn 
can have up to i 1 
planets 


^ t has been a long time since the first encounters between mankintf and other alien' 
life forms. Since then, a battle for the economic and military leadershj| thnJughout the 
galaxy has begun. You find yourself In the midst of this struggle for pow^^lip into the 
role of spaceship commander, equipped with only light weaponry and a fe\^credits. Fly 
the galaxy, earn money through trade, battle enemy vessels, conquer planets, and builcjf 
up a defense strong enough to withstand the inevitable enemy attack. 8 different alien 
races have their own particular attitude towards you. Seek help from friendly aliens in 
your fight against your enemies. Pick up hints at your local space port. You’ll need all 


Nebulas, 


space ports, and 
other unknown 
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Computer Game Magazi 




Sports Game All-Stars 

we Pick the Best In 
L Football, Basketball, 
^ Baseball & Hockey 


• Play to win. 

• Subscribe 
to save. 


Here’s the move 
that’ll blow’em away 


1-800-827-4450 


And grab the rock-bottom rate 
other gamers would virtually die for! 



TERRY COLEHAN • STRATE6Y/WAR6AMES 


Winter 

Wondwland 

Got My Pistol In My Pocket, I’m Borodino Bound 



iml^sc left Avalon I lill to 
fonii 'liiloiisoft because he 
liad eate stun- 

ning, niarkctabic wargaines 
that still captured the authen- 
tic feel of the period being 
sinuilated. Ever since 
BAlTUiiCilOtiM'): 

CE'rn'SBDllC gained acclaim 
as the best /\mei'ican Ci\'il 
War game in nearly a decade, 
I’alonsoft’s games have steadi- 
ly improved, so that they now 
stand unquestioned as the finest series of 
I9th-centur\- battle games. 

Wdiile AviiPriAM and Si iilDi I may be 
closer to my heart (I grew up within min- 
utes of the latter), my personal favorite in 
the Batilecround .series is WA'ri'Ri.oo. 
from tlie exquisite walled chateaux to the 
tightly-packed, colorful fonnations of 
cuirassiers, WaikrloO has all the a|)peal 
of a miniatures tabletop game, witli all the 
convenience of the computer. 

My fax'orite’s status, howe\’er, is in dan- 
ger, because ralon.soft is returning to the 

► A recurring rumor 
is that Taionsoft is 
attempting to sign a 
well-known computer 
game designer. 

According to our 
sources, this famous 
personage is not 
Gary Grigsby (who 
seems very happy 
with SSI). But, it could very well 
be Norm Koger of Age of Rifles 
fame. 


age of Bonaparte with BAlil.F;cROiiNn 6: 
Na!A)iJ':()N in Russia It’s a fa,scinating 
subject, because all of Napoloeon’s later 
problems in Gemiany, Hhince, and of 
course, Waterloo, can be traced to his ili- 
ad\ised invasion of Russia. 



WHERE'S MY FUR COAT? 

Wdiat \ ou won’t sec in thi,s game is a 
detailed \iewof thebig picture: the 
scorched-earth policy of tlie Russian amn’ 
a.s it fell back toward Moscow', leasing 
Napoleon .snatching at air. Instead, the 

► On the southern 
Pacific front, our 
Aussie friends at SSG 
are finally ceasing 
publication of their 
Run 5 magazine— at 
least in paper form. 
Editor Stephen Hand 
(designer of Fury of 
Dracula, one of my 
favorite boardgames) will contin- 
ue as the publication moves 
online, offering a similar mix of 

continue on page 210 ►►►► 



beginning of the game finds the French 
tired, cold and hungr); constantly har- 
rassed by Cossack cavaliy. I lis lines of 
supply and communication a shambles, 
Napoleon attempts battle Kutusov at 
Borodino, crushing Russian resistance on 
the road to 
Moscow. But the 
Russian bear will 
not give up its prize 
city .so easily.... 

Borodiiro is a dif- 
ficult game to simu- 
late. If you aren’t 
careful, it degener- 
ates into a confused 
.slugfest, with little 
room to maneuver. 
NAlXil J'iON IN 
Ru.SSIA avoids this 
fate, lioweser, b)' offering the largest 
Borodino map in an)' wargame to date. 
'Ihe fighting to the north is usually 
ignored, but here Kutuso\'’s cle]3lo\'ment is 
accurately showii.’lhc Riussian comman- 
der feared that Najjaleon w'ould attempt 
to outflank him to the noi th. 'I hat the 
game provides this opportunity as a viable 
I’reneh “What-if?" o|)lion is a real treat. 

DONT REDOUBT ME 

'ilic first thing you notice in N/\PO- 
LEON IN Ru.SSIA is the increased size of 
tl ic soldier sprites. Added to the ty|)ically 
excellent Charlie Kiblcr map graphics, 
this is arguabl)’ the most visceral!)' beauti- 
ful Bai'ILEGROUND game )et— high 
])raisc indeed for a game set in the snowy 
confines of 1S12 Riissin.'llie multimedia 
aspects of the Battleground series are 
again sliow'cased, this lime with cxtcn.sivc 


ii Napoleon's 
riskiest cam- 
paign comes 
vividly to life 
in Talonsoft's 
Napoleon in 
Russia. ff 
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STRAT£GY/WARGAMES 


TERRY COLEHAN 



I historical articles, previews, and new scenarios for 
SSG products. 

In other SSG news, The Last Blitzkaieg, Roger 
Keating/Ian Trout’s epic Battle of the Bulge treatment 
featuring some exciting new combat mechanics, is 
finally scheduled to ship this Spring. And Broderbund 
looks to knock one out of the park by distributing 
SSG’s Warlords III. Finally, SSG's long-awaited Reach 
FOR THE Stars II should challenge MOO H’s galactic 
dominance sometime this summer when it will be 
distributed by Microsoft. While Microsoft hasn’t offi- 
cially announced the news, our sources confirm that 
Close Comsat II is underway, once again designed by 
Atomic Games, and possibly based on the action 
surrounding Arnhem (Operation Market-Garden). 

After a brief stint with parent company Mindscape, 
Joel Billings, SSI’s founder, has returned to the 
roost. Joel is back to his first love-producing 
games-and is currently working on new scenarios for 
Panzer General Online, where he seems blissfully 
happy. In another SSI “returning to our roots," they 
have recently recruited David Landrey. Most recently. 


Landry’s Novastar Games has cranked out numerous 
scenario disks for Tanks, Steel Panthers, and other 
popular wargames, but we’ll always remember him 
for his early SSI designs with Chuck Kroegel, particu- 
larly the classic Battles of Napoleon. 

► X-Com: Apocalypse by MicroProse will evidently not 
be real-time! The design team decided that it was 



better to stick with the tried-and-true turn-based tacti- 
cal system— which certainly will make sense to the 
more than one million fans of the first two games in 
the series. 


footiigc frnm Ihc film Warciiicl Peace. 

Noiicllidcs.s, N;\poi.kon in IIussia 
offers more (iiiiii jiisl pretty picfure.s.Tlic 
impicned Al Irom /\N'1'IL’I/LM ;iik1 Shiloh 
make.s this a greater challenge in .single- 
player mode than Wmkki.cx). And if 
you’re eoncerneil about the micrcHnan- 
aging irece.ssaiy' to play games in the 
Battleground .series, Napolron IN RUSSIA 
brings more variable command control to 
the battlefield, making it easier to delegate 
command of part of your army while \'ou 
leani the .system. 

N.u’oi .I'.ON IN Kussla is csetytliing lire 


ILai'II.IT.IIOIIND series has come to .stand 
for. It’s larger than life, tilled with desper- 
ate defenses, great (and abysmal) generals, 
thunderous caiuion, and lust enough fog 
of war to keep things interesting. 'I’alonsoft 
is tning to balanee a new eonntcr-cliarge 
system for cavaliy w ithoiil adding over- 
miieh to the ahead)’ numerous phases 
within a turn. What we’ve .seen .so tar 
looks promising, especially with tlie added 
spice of the Co,ssack cavaliy. 

If )ou liked the wa)’ terrain affected 
BC; S|IIU)I I and IKk Aviikiam, sou’ll 
los’c the way it’s handled here. 'I be 

Riis.sian winter affects the 
troop i|naliiy ratings of 
both sides, particularly 
the I'icnch hccau.se of 
their expectation of a 
.swift, s’ictoiious cam- 
paign. Some creeks and 
.streams are frozen, while 
other areas are rendered 
im[rassable b)' the snows. 
Still, it’s the Great 
Redoubt, that w onder of 
Rii.vsiaii engineering, that 
stands as the dominant 
terrain feature.'nic 
design team is currently 


working hard to accord the fortifications 
their proper liistorical weight, without 
lying pkyers clowo to a frontal a,ssaull 
slraleg)’. 

SEND IN THE OLD GUARD 

In real life, the two annies clashed, with 
neither able to tmly break the other. Tsar 
Alexander retreated, leaving Moscow 
open lo be pillaged by the I'rench, The 
“Irinnipb” for Napoleon ssus l^strliic at 
best, as the burning of the great city did 
little more than fan Ibe flames of Ru,s.sian 
defiance. Unable to bring Alexander again 
lo battle, the French anny disintegrated, 
leaving over 100, 01)1) dead in the snow's of 
the baiTcii steppes. Na])oleon would 
never rcj^lacc tliese xeteran lo.s.scs, and 
fores er reminisced about the victors’ tliat 
escaped bis grasp at Borodino. 

It is lo Talonsoft's credit tbat they take 
Irallles sucb as these, le.ss ss'cll-knossn but 
just as significant as say, Waterloo, and 
breatbe nesvlifc into Ihem.'lbal the 
Battleground engine is the best simulation 
of lOt!] centurs’ Ls a gis’cn; that eaeb game 
.seems esen more entertaining tbair the 
last is something all wargamers sliould be 
Ibankfu! for this Spring, svheii NaI’()I,I';on 
IN Ru.ssia eaptisates their hard drives. % 
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- Computer Games Strategy Plus 

Tqbelapse's carefully crafted st^ry line m^kes it 


a game worth completing. 
- Newsweek 


Visit our ueb site for ,ga|ne infoi forutns 
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littp://www.zdnel.coiii 


From the 
sources you trust: 

Be sure to 
sign up for 
Personal View 

ZD Net's FREE 
news service that 
you can easily 
configure to track 
only the companies 
and products that 
interest you most. 


Click into 
ZD Net's world- 
renowned 
Shareware 
Library 
and start 
downloading! 
Over 10,000 
programs — 
all tested, rated 
and reviewed by 
ZD Net editors. 


Join in! 

There's a lot 
going on — 

from wide-ranging 
discussions with 
industry leaders, 
to topical weekly 
chats with editors 
and ZD Net 
personalities — 
there's always some- 
thing new, exciting 
and insightful 
happening at 
www.zdnet.com. 

SeeVN 
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Do Not Abandon These Strategies, Alt Ye Who Enter Hell 


by Elliott Chin and Greg Fortune 


Goat 

Man 


I ike tliousancls of adventurers, we have been lured inlo 
the seductive world of DiAHLO. where evil demons, led 
by the infernal I ,ord Diablo, have risen up from ihe 
darkest pits of l iell to engulf the peaceful town of 
'IHstam. The 1 .ord ofTerror. though, is not an ad\ersan’ 
to be trifled with. Tread his dungeons carefuliv, amass 
magic and build your experience. In the struggle versus 
this infernal power, you will need all \’our wits and 
resources. You are now a ]Dlaycr in the Great Conflict — the 
eternal war between the forces of Light and Darkness — and 
only this tome you hold in \our hands can guide jon on your 
narrow path to \ iclor\’. 


I'br the next three months, CCJVVwill 
bring you tips and strategies to beat one of 
this year’s hottest games: Bliz/ard’s DiAitiX). 

To help you overcome this de\’ilishly hard 
game, we'll give ymi detailed solutions for each 
(|uest, monster stats and general control tips and 
character specific hints. This month, well tackle 
control issues, .so yon can maximize the interface 
and concentrate on killing, not clicking. We also have 
the statistics for the first few monsters vou’ll encounter 
in the beginning Ics cis of the dungeons, as \s ell as solu- 
tions to the easier quests. 


nfeVpmsetesra noilsV 


\\Tiilc the control .setup in DlAHiX.) is vei)' 
simple and easy to use, there are a couple of 
tricks that will help keep sou alive when the 
fighting gets particuiarlv fierce. While the 
mouse is an integral ])art of the game, there 
are .some functions for which it is not the 
be.st controller. B\' kee|)ing your non-mouse 


hand poised over a couple of .select kej's on 
the keyboard, you can have several func- 
tions asailable at all times while remaining 
\igilant with the cursor. Tarst us, it’s not par- 
licuiarK' entertaining to be scrambling 
about with the mouse, cTo.sIng .screens 
w hile the Burning Dead hack you to 

piece's. It’s much belter to hit 
the s])acebar to close all win- 
dows, stay in the fight and 
listen to the bones fall! 


W CONTROL FETISH Notice the belt with potions and 
J scrolls. The numbers at the comer correspond to the 
|l number keys. Press the appropriate number key and 
II you’ii use that potion or scroll 


MOUSE MOVEMENT 

The most popular 
method of e.\ploiing the 
dungeon is clickii ig on your 
character’s desired destina- 
tion with tltc mouse and let- 
ting him or her choose a 
path to that point. 
Sometimes, liowever, that 
can cause your character to 
I walk in an unwanted diiec- 
I tion and attract the attention 
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of I Icll’s minions when vou am Icasl iitVorcl 
a pilclieci fi'^lil, B\ liolcling Ihc mouse bill- 
ton clow n and nicn ing the mouse, you eau 
eoiilm! exiietly which direction yourclmr- 
acler lra\’els. allowing you to sneak along 
walls and slay in the shadows w'hen the 
eharaeler’s nainral tendency would have 
been to walk out in Ihc open. 



USING SCROLLS AND POTIONS 

Keep the ])otions and scrolls you are 
likely to need in a hum’ (like healing, 
rejiwenalion and mana) handy in your 
belt. re[5resenlecl by the small line of 
eight boxes just below' the main .screen. 

/Vs you place items Iherc, a number will 
become \isiblc in the low er-left corner of the 
box. That item can now be aetbaled h\’ 
pressing the eorre.sponding number kev on 
the keyboard. So if \our health is running 
out, and \on are under attack, do not move 
your cursor awa\’ Iroin the battle or you’re as 


SPELL CASTING 101 From this massive list of spells 
you can select four and save them with function hot 
keys. When you need one of those four spells later, just 
press the appropriate function key from F5 to F8. 

good as (lead. U.sc your belt, shortcuts and 
keep hacking away at lho.se hellspaw'u. 

EASY SPELL USE 

ShortcuLs can also lx.' assigned to skills and 
learned .spells. Click vonr spell icon in the 
lowcr-rightcomcroru.se the “S " key to bring up 


the.spell icons. Move \' 0 ur cursor osera 
spell and prc.ss a function key between 
'? and 1^ and the game a.s.sigiis that 
Function kes'as a shorlciil to that .spell. 
When \ ou need the spell again, simply 
press the as.signed function key to select 
it. You’ll .still have to use the right mouse 
billion to activate the spells, but )'ou can 
skip the spell menu completely when 
switching betw een \ our founnost 
iinjxjrtant sjx'lls. 

By as.signing and using thc'se .short- 
cuts, \ ou can greath’ increase the com- 
bat effectlycnes,s of a chanicter. '! his 
may not .seem like an important point 
against Devil Kin and Burning Dead, but wait 
until soil face some ol the creatures in the low'er 
les els. Wdien faced with four or five Obsidian 
1 x)rds and a liandful of Dna i\ laws thrown in 
forg(Kid mea.siirc, vou’ll either have s our spells 
and potions ready at a moments notice or you’ll 
has e a w hole new career as a coq^se. 


Beat Each Quest 



A s a beginning adventurer in the dungeons below Trislam, before 
sou even discos cr the true nature of Diablo's influence, you'll 
encounter the simplest of(|ue.sls. The first three you could possi- 
bly be assigned are’llie Butcher, The Poisoned Water Supply and The 


Curse of King Lxioric. I his month, we has’c the .solutions to lhe.se three 
i|ucsts. Next month, resisit these pages and we’ll show you how to 
recos'er Ogden’s Sign, find the Magic Bock for Griswold, and get past 
ihc Chamber of Bone. 




* THE MEAT LOCKER This is the Butcher’s 
chambei; littered with dead bodies. The 
Butcher is a powerful foe compared to your 
low level character, so make sure you stock ) 
your belt with lots of healing potions. { 


Butcher 


Quest: The Butcher 
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avenge the death of the wounded townsman 
and.slav'lhc Butcher. 

Where Do 1 Find Him? ibe Butcher is 
located on the second level in a large 
.square KKim. You'll rcengnize it as a 
room covered in blood, with many 
luimans impaled on slakes clutter- 
ing the room. 

What Level Should I Be To 
Defeat Him? Warriors should be 
at least fouith level, l^ogues sliould be 
at least fifth level and Sorcerors should be at 
least sixth level. 

What Vital Information Is There? 

'Hie Butcher is imnnine to Irirebalis, Idrebolls, 
HoK' Bolts, Charged Bolls and Lightning, 'Ilic 
only early offensive spell that hanns him is flie 
Mash spell. I ie has close to 70 hit points, and 


Who Do I Talk To? Woundcd'lownsman 

What Is The Ohject? Your goal is to 
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m cragcs 8*12 pciinfs of clainagc per hit. 

How Do I Beat The Butcher? Liiilc-ssyon 

liavc tlic I'lasli spell, you can only (Icfcarilie 
Butclicr iiiliancl-lo-liancl coiiihal. 'null’s why 
Warriors can tackle him before Sorcerors. I' ill 
vonrbcll with I lealing |X)tions before son face 
(he Butcher, and equip youi^elf with an ax (if 
yon are a Wtinior), or a one-liancleci w eapon and 
.shield (if you area Rogue orSorceror). Bows or 
magic w on't ent it against this fiend. Be earefni. 
Once von o[x.'n (he door, he w ill come straight 
at yon. .Stand yonrgronnd and just start hacking. 


When \’onr health dips low, iniinedialek'hit the 
ap])roprialc number key and c|naff a healing 
potion. Repeal the hacking, alwaws remember- 
ing to heal ) (inrself. and yon should have’lhe 
Butcher heat in a number of .strokes. 

What Do I Gel? 

If yon defeat 'Ihe Bnlchcr.joii get his 
Cieawr, which does 4-24 points of damage 
and adds +l() strength to yonr character. 

I lowescr. it onlv has HI durabililv. Von also 
avenge the deaths of tho,se slain Iw'lhe 
Bntclicr’s hand. 




Quest: Poisoned 


What Level Should I Be To 


Who Do 1 Talk To? I’epin 

the 1 dealer 

What is The Object? 

Yonr goal is losloplhc 
poisoning of the town’s 
water .supply. 

Where Do I Find It? 

liilk to Deckard Cain and he 
w'ill tell yon that the entrance to 
the wafer supplv is through a dark passage. 
Co dowii to level 2. and there \'oii w ill find 
a reetangnlar slrneturc with a shadowy cav- 
ern in it that reads “A Dark Passageway” 
w'lien yon move yonr cursor merit. Muter 
and yon will descend to the Poisoned 
Water Supply. 


Complete This Quest? 

Warriors should he at least 
fourth le\ el. Rogues and 
Sorcerors should be at least fifth 
level. 

What Vital Information Is 
There? 

In the Poisoned Water Supply, yon will find 
manv Devil Kin, Caners and Coal Demons. 
Carvers have 4-8 hit points, do roughly 1-^ 
points of damage, and have no magic resis- 
laiiee or immunities. Dc\il Kin have lb-24 hit 
points, do roughly 5-9 points of damage and 
have the .same immunities. This will he yonr 
first encounter with the Goal Demons, wdio 
arc stronger than the 
Devil Kin.'llicrcare 
different "Clans" of 
Coat Demon.s. and 
these are k’lesh 
Claas.’lliey have 
ironi 50-45 hit points 
ciiclydo 5-10 poiiiLs 
of damage and have 
no re,si,slanccs. 'ITcre 
are six or seven here, 
all but one of them 
anned wilhinaees. 

'I be last oncslaiKl.s 
at the end of Ihe 
Poisoned Water 
Supply eaveni, and 
will file at von with a 


CLEAN WATER ACTS Here is the entrance to the Poisoned Water 
Supply, marked “To A Dark Passage." 


Monstrous StalistiGS 



Skeleton 

Hit Points: 2-4 

(N 

Resistances: None 


Immunities: 


Magic (means nothing) 
Vulnerabilities; Holy Bolt 


?• 


Skeleton Captain 

Hit Points: 3-6 
Resistances: None 


‘ Immunities: 
Magic (means nothing) 
Vulnerabilities: Holy Bolt 


. Zombie 

Hit Points: 4*7 


f f 


Resistances; None 


Immunities; 
Magic (means nothing) 
Vulnerabilities: Holy Bolt 


Fallen Ones 

Hit Points: 2-5 
Resistances; None 
Immunities: Holy Bolt 
Vulnerabilities; None 


/ 


Scavengers 

Hit Points: 3-6 
Resistances: None 
Immunities: Holy Bolt 
Vulnerabilities: None 


bow. ’Ibere is no ecnlral bo.ss demon. 

How Do I Reverse The Poisoning Of 
The Water Supplv? 

All \xm need to do to clean up tlic water is elim- 
inate ever)' .single ctx.*ahire in the l4)isoned 
Water Supply cav'cni. \\4ien son first entcrtlic 
cavern, ,se\'enil Can'crswill attack. As ytru move 
fon\'ard, Des il Kin w'ill attack. ' I be eavenis fork 
left and right. I^ft i.s a dead end with a Gait 
[Demon and more little imps, while riglit takes 
yon towards the w-atcr Mijjplv, which is guarded 
by imps and several Coat Demon. One Goat 
Demon W'ill. stand on the far opposite .side of the 
water ,sn[)[jl\' (it's a river cutting through jjarls of 
the cavem). 1 Aire the other Coat Demons aw a)' 
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DIE, GOAT BOY This is the water supply, which has been poisoned 
by the very presence of the demonspawn here. Eliminate them and 
youT! clean up the pollution. 


Quest: The Curse Of King Leoric 


Who Do 1 Talk To? 

Ogden the ' liivem 0\Mier 

What Is The Object? 

King I xioric, tlie fonnev ruler dri\'en mad by 
ITiabio, was killed in a tragic battle against his 
(AMI priests and knights. No«’ he has risen 
from the dead \ia an ancient curse. Ton mirst 
free his soul and put it to rest b\’ slasing hi.s 
undead form. 

Where Do I Find Leoric? 

King I eorics tomb is on the third level ol the 


HAIL TO THE KING You need to take the King out 
with high-level lightning or powerful sword/ax strokes. 
Lure him away from his minions, though, or you’ll be 
surrounded and killed. 


dungeon, in a .square structure with a dark- 
ened passage on one side. \\1 icn the cursor is 
placed tn^cr tire passage, it reads: 16 King 
leoric’sTbmb.'’ 


What Level Should I Be To 
Defeat Him? 

Waniors .should be at least fiftli 
level, [Rogues .should be at least 
sixth level and Sorcerers should 
be at least seventh level. 

What Vital Information Is There? 

T1ie Skeleton King is not affected bv fire-based 
spells, I loly Bolt, or I'lash. He is damaged by 
lightning, but it take,s a heavy dose to biiiij 
him down as he is rc,sistant to it. I eorie 

has about IZOhitptnnls and does 
KI-15 points damage per hit- 1 le 
also bas a ven' hast attack rate, 
so those uitli a low annor 
da.s.s should be careful when 
going toe-totoe with him. 

How Do I Beat The 
Skeleton King? 

Ivnler the tomb, kill the two 
Burning Dead in the first hallway 
and then move through the hall to 
a large chamber, where more 
await you with a few Coqjse Bow-s. 
Behind a grate at the far end will be 
more Cnqjse Bows {beyond the 
grate lies the Fong’s tomb). 'I6 open 
llie grate, go to the room on the left 

where there is a lever (w'atch out for 

several Burning Dead inside). I\iii this lev'cr to 
open the grating and allow access to the King's 
tomb. The door on the right contains sev'cral 
skeletons, skeleton aiehers and .small chests. 


but nothing needed to defeat the 
King. As ) ()ii enter the main 
Tomb beyond the now- 
raised grating. aiTows will 
come at you from all directions 
and about a dozen Burning Dead 
and Burning Dead Captainsvvill 
try to snnound von. In each of 
the four errmers there are two 
Coqxe l^ows firing arrows at vou. 
They don’t pose much of a threat, 
•SO ignore them initiallv. Do not 
march boldiv into this rcxrm and go 
after the king nriles.s\ on are a fairlv 
'high lev el character with a high 
annor class. There are more skele- 
tons toward the back— don’t add 
them to your problems. Lure leoric back into 
the passage )'ou entered through, kill the skele- 
tons that follow', and tlien concentrate on 
Leoric. Keep vonr eye on v'our liealth, holkev' 
some healing potions when it starts to get low 
and keep pounding away at him. 

What Do I Gel? 

Tire Skeleton King leaves beiiind Iris 
Undead Crrrwn. It adds 8 to annor eli]s,s, and 
lias life stealing ciualities. It steals life from 
your foe ever)' time )'oii strike him, using that 
life to restore lost hit points. It doesn’t 
increase your maxinuiin hit points, but in a 
pitched liattlc you'll notice your health 
decreasing at a slow'cr rate as )'oii feed from 
tiic escaping life of vour foes. 


from tliis one’s range, kill them and then return to take out the IxAv-wield- 
ing Coat Demon. Slav’ him with a Irow or ITiebolt. l''Aeepl for this last Coat 
Demon, rlefeal them with all melee weapons or magic (hows do ton little 
damage). Once you’ve killed all the Devil Kin, Carvers and Coat Demons, 
tiic water, lints cleaned, will turn fiom red to blue. 

What Do i Get? 

Pepin will ibankv'on and give)ou the RingofThilh. It gives )’oua +l() 
hit point bonus, resists all at +10%, and alltAvs )ou to lake -1 damage 
from eneniv attacks, Vou can sell the Ring if you like for 2,275 gold. 
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M ake the ultimate move 
for serious gamers who 
know the score when it 
comes to buying computer 
gaming magazines. Subscribe 
to Computer Gaming World now and save 
up to 47% ! 


Score points and 
cosmic savings now 
with Computer Gaming World. 
We’re worlds apart from any other 
computer game magazine. 

• One year/12 issues - $27.94. 

YOU SAVE 41% ! 


Every monthly issue brings you exclusive 
first looks at the hottest, newest games. . . 
the latest in multimedia, CD-ROM and 
interactive environments. Plus winning 
strategies, master clues, in-depth reviews - 
all the help you need to pump up your 
system and play out your fantasies on this 
planet and beyond. 


• Two years/24 issues - $49.97. 
YOU SAVE 47% ! 

Savings bused on annual cover price of $47.40. 


CALL NOW TO SAVE UP TO 47% 



To ensure savings, mention this code to the operator who 
answers your call: 4Z95. 
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Destroyer Flotillas 

The best bang for your naval buck, 
and excellent all-around attack/defense 
units, destroi^rs survive more than the 
very expensive cruisers. Though not 
heavily gunned, their missile racks can 
bring down air units and also harass 
enemy ground forces. Destroyeis 
should be employed carefully in flotillas 
of at least three, especially when hunt- 
ing subs. Where possible, use them to 
interdict ore sites well behind enemy lines. 


» ka\’ clii,ss, lislcn up. Yini waul lo 
get out of GDI Aeacleiiiy. I hen 
you’ve gol to know your hi,slor\’, 
iVlilitars' histon; that is. 'Ibclax' 
wc'rc going to take a look at the 
birth of the Global Defense 
Initiative in the fires of World W'ar 
11 — not the weird, alternate war 
where that creepy geek who wrote Mien Kcimpf 
managed to take control of our German allies 
and threaten the entire w orld. No, (oda)' we’re 
going to stick to real life and study the .Allied 
re.sponse to josefSlalin’s aggrc-ssion. 'Ihe mon- 
ster may be dead, but there are still mans’ 
lessons lo be learned from his corpse, lurst, let's 
look al the w capon ssstems \'our brave prede- 
cessors had to w ork with and bow lhe\' used 
them to push back the rabid Russian Bear. 


GENERAL TACTICS 

Gompared to the uphill fight the /Mlies had 
in tcmis of firepower and tcchnologv; the 
(MYl's war against NOD is a cakewalk. 1 xel’s 
imagine for a moment that \ou were an /\!licd 
commander. 'Ilic /Mlicd powers suffered most 


from a lack of sheer 
dcstmetive capalhlih' 
compared to their 
Soviet counter])arls. 
With no real ansvser in 
mobile hilling ])o\\cr 
lo either Ihe So\ iet 
hea\v or mammoth 
tanks, except for naval 
bombardment, and 
with vervlowiinit-sur- 
sivabilih' when as,saull- 
ing bases prolecled b\' 
'lesla coils, your Allied 


commander had lo 
rely on numbers and 
precise, coordinated 
attacks lo cany the 
battle, w bile la\’crcd defenses kept the Russians 
al bavand bought you the time to build ip 
\'our forces. 

When battles occurred near bodies of water, 
you had lo use \'our nas al superiorih' lo con- 
duct ground battles w bile under the destruetis e 
umbrella of.shoie bombardments. During 


naval combat you had lo keep your ships mo\'- 
ingaiid pre.senl Ihe nan’owesl possible target to 
eiiemv loipedoes. Often one ship could attract 
and dodge some of the slow-mo\’ing lorjw 
while others finished off the .subs. 

Becau.se of the need for larger numbers of 
inferior armor, money was of .supreme impor- 
tance to an\’ base commander, and \'ou had 
not only a steady supply of minerals, but 
also a fast turn-around time for your min- 
ing trucks. While (he automatic response 
was lo .simply bu\' one or two new mining 
Inicks, congestion al the dumping station 
itself could severely inijrair efficiencs’. 
dhe smart commander would establish al 
least two ore refineries, situated close lo 
different ore patches if possible. 

As far as delending s our ba.se until you 
were ready to strike, you had to think lay- 
ered. Betsscen Sos iel annor and aircraft, 
odds w ere that one line of defen.se would 
be ineffeetise. /Agaiast ground forces, a 
primary line conststing of a pair of turrets 




Red Alert 


Alternate Histofy 101 

by Martin E. Cirulis 
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protected bva p;iir of Ci)I 1 K^pi^ib()xe.s w'.is ii 
.start. Behind them would go at least two 
inediiiin tanks, an artillerx' piece and a ninger. 
If there wus a teirain bottleneck that vou didn’t 
need to ero.s.s until yonr assault force was 
reads; you iiad to seal it at least three deep 
with vour antitank inineiaver, 

.•\ir defenses took a little more studs’ but 
tended to be absoliitels' cffectis e if an anged 
properk I'lrst. while sou svere building up and 
before yon spotted your first Rii,ssian aircraft, 
you’d produce a fair number of rocket tro(j])s 
and scatter them around your ba.se; this would 
gise you a fair chance of busting up enemy 
aircraft that jumped you. ’I be real vulncrabilily 
of Soviet aircraft svas that they almost always 
foliosved the .same direct flighi path from their 
airfield to your ba.se. Once y{)u .spotted which 
path aircraft ss’cre following in, sou could line 
up .some rocket tmrips as far out along the 
path as po,ssible and flieu. at the edge of your 
base, plunk down tw o or three antiaircraft 
guns svith overlapping fields of fire, but far 
enough apart not to go doss n under the same 
parachute bomb attack. I' inalls; you .scattered 
a handful of riflemen along the llight path to 
take care of ans of those pcsks' pilots ss’lio 
might parachuteout of their burning aircraft. 


Medics: Useful realls’ 
only svhile sou are in 
defense mode; s ou need 
only one of thc.se e\ix;n- 
sis’c squads at a time. 

Keep them safe at the 
core of sour base during 
attacks and then use them 
i|uickly between enemy 
harassment attacks to heal 
as man)' of s’our .soldiers, 
especial!)' rocketeers, as possible before the 
next Sos’iet attack occurs. 

Spies: RitentI)’ iKseless unless rcc|uired for a 
vietoiy condition, as any enemy ba.se worth 
.Seoul ing is going to have guard dogs aplenty, 
and those sub pens are definitely going to ha\'e 
a couple of pooches at the door. Most of their 
worth is negated bv the CPS satellite 
launched bv vour tech facilih'. 

AT Minelayer: r\gain. another unit that vou 
onk need one of — two at the tnost. if vou are 
under as.sa! lit from either side of a large base. 
Use them to stuff bottlenecks )ou do not need 
and if)'ou iia\ean opportunitv to.stud\' the 
paths taken by unguaRied encni)’ ore trucks, 
la)’ a siring of mines along the route and then 
hustle iraek to base before enenw patrols can 


Rocket Troops 



Apart from their obvi- 
ous uses, line some up 
along your shores to 
surprise enemy subs 
like this one that make 
the mistake of surfacing 
for combat. 




WOOLY MAMMOTH Even Mammoth Tanks are in trouble against well- 
placed Tesla coils, unless they have Allied infantry and air support. 


UNIT BRIEFING 

In many Win’S, the Allied forces tliat 
opposed Stalin’s mad plans had more in com- 
mon w ith lodav’s NOD forces than w’iih the 
GDI. and hence, the same high-.speed, hit- 
and-mn tactics b)’ multiple vehicles were nee- 
c&sar)’, at least for the majority of )()ui’ produc- 
tion units. 


es. 

linger; I hese 
machine-gun jeeps 
.should mainly be 
dcplo)'cd w'ith an 
iissaiilt group to 
clicw' up sw arms of 
enemy infautiy 
before they can seii- 
oush’hann attacking 
annor. In liiinter/killer groups of three or 
more, thev make an effective counter to the 
So\iet V-2 launcher, destaging them or forc- 
ing them to pull back to safeh’ before the 
hea\y tanks can come to their defease. Ikinger 
gRiujJs manned b)’ s oluntcers arc also sen’ 
cffeclis’c at clearing the was’ for .s]5ics ss’hcn 
sicton’ conditions demand successful penetra- 


tion of the Sos’ict base or when you fee! you 
rcall)’ has’c to know where enemy subs are. 
Send three or four rangers at full speed 
through enemy defeases (they arc fast enough 
that the dreaded ’lesla coils .should get only 
one of lliein) ;ind c|uiekl)’ giin down ever)' 
gu:ird dog that can he seen before )onr jeeps 
die gloriously. 'I be next few dog-free minutes 
should be iKsed to get) our .spies in. Costly, but 
it works ever)’ time. 

Right 'liinks: loo lightlvannored to be 
inueh use cracking enemy defensevs, the light 
tanks are ideal \2 killers w’hen emploved in 
])air.s or triads, beeaiisc of their relative!)’ high 
speed. A more novel u.se for the.se fast tanks is 
to flatten tho.se huge gmups of encmv troops 
that loiter in front of barracks and in kev ter- 
rain positions. Merelv place three light tanks in 
line-abreasf fonnation, and use the “I" com- 
mand (see sidebar) to encourage them to hold 
th;it fonnation w bile on the move. After that, 
it’s just a matter of driving at high speed past 
enemy armor and the .stonn of grenades to 
steainroll all Ibat infantiy, with three tanks’ 
width worth of destruction being enough to 
catch most of them before they can scatter. 

Medium 'iiinks: 'Ihc-sc arc the true work- 
horses of the Allied inilitan'. VVliilc completely 
ov'cq^owcrcd by Sov’ict annor in tenns of fire- 
power, flic medium tank has enough 
resilience on the baitlcficld to endure a fire- 
fight long enough to make superior miinbcrs 
count, Defcnsiv’cly, any/Mlicd base needs at 
least four mediinn tanks on site to be ii-sed as a 
reserve force to patch up any sudden boles or 
to enrsh Soviet naval landings. Anv’ a,ssault on 
serious Soviet bases requires at least sLx to 
eight of (he.se tanks, and if naval gunfire or 
helicopter .support is unavailable, groups this 
large arc capable of taking dowiTIcsIa coils, 
albeit with horrendous lo.s.sc.s. Medium tanks 
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iirc vcr)' vulnerable to enem\’ 
infantrv and .should ne\er be 
deployed in the field wilhoul at 
least one ranger a-s .support. 

APC: An oserrated vehicle that 
is more dangerous to the troops 
within than it is to eneinv units, it 
should be eniplo\ ed onl\' to insert 
engineer groups deep into a 
So\iet base once 'lesla coils, flame 
towers and dogs have been 
cleared. 

Artilier)’: \'eiv vulnerable in 
the field, lhe.se mobile guns are 
most useful in supporting defen- 
sive emplacements or guarding 
ore fields in eonjunction with 
armor and rangers. When on (he 
as.saiilt. make sure enemy units are engaged 
with yonr armor before you commit your 
artilleiya.ssetsand pull them back fast if 
things start to go bad. They also make excel- 
lent shore batteries and can ruin a sub’s da\' if 
it snrfaees to attack. When enemy \'2s are 
about, run away. Use caution in their 
emplo\'ment. as artilier}' has an anno\'ing 
lendotey to inteijjrel firing eommands as 
movement orders, and von ina\' find vonr 
gnus rushing into the open arms of enemv 
troops if \'ou don't watch (hem carefuiK'. 


Mol)i!e Cap Generator; Ihis is most useful 
when } nu are engaging another student in the 
simulalor. as the Al opponent Is less perturbed 
by lack of reeon data. ' I hese tnicks make excel- 
lent decoy sights when preparing a.ssaults; just 
pull them out quickl}' when (he cncm\' comes 
looking to see what you’re hiding. 

Gunboats; 'Ihese attack boats are irseful 
.slopga])s until more effective nasal units are 
as'ailable, or as .scouting screens for destroyer 
forces. Running a gunboat ahead of a .sul>- 
luin ter group to attract the initial voile}- of 


Staying With The Group 

Major improvements in Red Alert over C&C are 
the special formation and movement hotkeys. Now 
when you click-and-drag over a group and use the 
control If command to reference it, you can use 
the F command to keep it in shape. This is crucial 
when moving an assault group into position or 
establishing a defensive group lo guard an ore 
field from heavy assault. A nice trick is to 
use the group command to nest smaller 
attack squads inside larger groups. For 
instance, it is useful to have all your chop- 
pers under one formation to get to the tar- 
get, but once you arrive it can be a waste for 
them to all attack the same target. Creating 
smaller groups from the main allows you to 
allocate two or three choppers to a specific 
target with a few quick keystrokes and then 


get them all out of there in a hurry with another. 
This wor1<s very well with large flotillas of destroy- 
ers as well. The Escort command is also extremely 
useful for keeping your ore trucks alive. Now you 
can assign a ranger or light tank to dutiftrlly follow 
your cash cwjs around and draw fire, while you 
are freed to scheme and plan. 


toip.s illlows }'011 lo cffc'C- 
tivds iillocalc the more 
valuable destrovers. 

C^niiscrs; Tbe.sc 
ex]3cnsivc guii plat- 
fonii-s can rcadiK' .sup- 
port most ground 
aclious within a .serecii- 
widlb of the water, just 
do not cm]ilov Ibem 
w ithout destroyer 
serccus, and pull them 
liaek for repair as soon 
as they pass (behalf- 
damage mark. In 
groips of three they are 
ea|)ableofremo\ing 
anv'lesla coil in range 
before taking signifieani damage, 

l,ongi)ow's;Tbc,scslow'-mo\'iiig, expen- 
si\'c air units have ecccnlrie attack pallerns 
that make Ibem nearly useless on the baltle- 
lield unless employed in ver}' large numbers. 
In numbers less than three Ibevean I unction 
as expensive barassiiienl weapons lor Soviet 
ore trucks and \'2 lauiiehers, but il }'oii c.in 
afford lo constriicl five lo se\en helipads. \ou 
bas e an assault force eapable of cniekiuganv 
Soviet base w ith near impunity. Once vonr 
chopper force readies critical mass, long- 
bows are ea|)able ol taking clown e\en dirs- 
(ered Russian S/W Is with minimal losses and 
then going on to ravage entire base.s, starting 
with (be eonstruetion vard and mos ing on to 
(be desla coils, l•’or■ the commander w illi a 
large supph' of ore at his command, long- 
bows are the kev to any a.s.satiit. ’nie} are also 
\ er}' effeclis e at sinking subs but must be 
hovering ncarb}- to gel in on the action 
before targets .submerge. U.se iheni in con- 
junction with a sacrificial gunboat. 

FINAL THOUGHTS 

'lliougii any miiilan' historian can Idl you 
(he Allies were the underdogs in The Big One, 
the bailies recorded !ierc in llie simulator are 
perfect for leaeliing\'ou GDI recmils (he skills 
ofbuildingeoiiibiued-aiin.sa.ssaiill,(he ciLsei- 
])liiic lo hold troops until the moment is per- 
fect, and the smarts }'t>u need to surc ivc until 
I hat moment arri\ c.s. Aiiylbiiigd.se w'ill leave 
}'oii speaking RiLssian. al least virliialK. S 
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Is There Multiplay Beyond DeathMatch? 
ButOfCoursel 


by V. Long 

veil wlien CCIW'iind I \isited id 
Sofiuaie for a sneak peck, we \w)n- 
dered if Ql ' AKH would iia\ c more 
nuiltiplayer modes. 'ihere’s no 
I doubt lliat Ql'AKi'. DeathMatch Ls 
great fun and liighK’ addictive. 

Gis eii the capabiliK' to throw up to 
16 plaj ers into a session, wouldn’t it 
he great to he able to team up in 
I pursuit of .specific ohiectives? 

Intrepid QUAKt'. aficionados hasen't sat still 
vs'aiting for id Sirftwarc to lemecly this 
situation; combinations of Quakf. C 
hacking (see CGVVNov. '%), 
skill/model custoini/ation (Dec. ’96), 
and level editing (l-eh. ’97) ha\'c s iclded 
exciting teampla\' variations, ino.stK’ 
ha.scd on the jropular Cajjture the Mag. 

One that’s a big hit on the Internet is 
called Capture the I'lag h\- Dave "Zoid" 

Kirsch (qiiake.threcwave.coin). 

Ihe goal in Zoid’s Cl 1 'is simple; 
attack the enem\' i)ase, grab that flag, take 
it to your base, and touch your (lag.Vju 
also .score [xiiiits for “assists" and “sases." 

Players can bring back \s eapoiis and 
ammo (o tlio.se guarding the base. CI’K 
has magical ‘‘mnes’’ that Ixiost the fun factor 
even more, and it includes one of my favorite 
Quake C goodies, the Morning Star, a.k.a. 
Grappling 1 look. W!y defenders use it to climb 
to useful vantage points. 

STORM MY FORTRESS 

/Xnother great team[ila\' \'arianl is Q'n-'.\.\l b)- 
Cam Griggs (ggriggs(?i'gis.net). It offers a host 
of new tweaks to Ihe standard teamplay 
modes— d\i)amic team scoring, capfure-the- 
ilag-and-tag teamplav, friendly fire penalties. 


reslrictcd team colors, and "Ghost Moroics" foi 
controlled pla\er enlw into Ihe game. 

'I he third compelling teampla)' \ ariant is 
’1 FamForiuicss b\' Rohin W'alker, )ohn Cook, 
and ian Gaiighley(http://miin<)s.il.s.nnit. 
edu.aii/~cookj/iiulex.hliii). 

'I’l'AMKdKny'lss provides a panoply of 
goodies, such as .sniper rifles, assault can- 
nons, biological weapons, grenades of all hpes, 
motion detectors, medi-kits, and def-paclcs. 

I find'ri''AMl''()KT){|';ss parlicularlvinleiesl- 


ing for its different character clas.sc.s— Scout, 
Sniper, Soldier, Demolition Man, Combat 
Medic, I leas')' Wea])on.s Guy, and Pym — each 
with special attributes and weapons .sjrecialties. 
'Ihe designers will add Spy and Engineer 
cla.sses. Ihcv also ])lan to incorporate hots (see 
CG\\''|an.’97 for more on hots) to help out 
players who don’t haw teammates handy. 

MECH IT MESSY 

Although not teclmicall) a team])la\ \aiiant, 
N ll-.ca iWmcs (bv 1 ;in(lo at wwvs'.niralnel.nel. 


MECH MY DAY Grab the appro- 
priate power-up for the 
MechWars Quake conversion to 
become a full-blown Mech with 
kick-ass rockets and cannons. 


au/~huda/c|uakee.hlinl) inesilabK' forces all 
of the humans to band together against the 
Mech-anized player. C>rab the Quad Damage 
or Pentagram of hnincibilih' power-up, and 
you’re transfonned into a fearsome iVlcch 
complete with the 1 ,R-X Autocannon, a light 
PPC pkisma cannon, hvin Sl^\l-2 rocket 
launchers, and the almighty ER Pulse I iiser. 
'Ihe laser-guided I HID makes it eass'to 
reduce pun\’ humans into puddles. 

SEE YOU IN HELL! 

If you're hungi)- to keep up with the ,sk\ - 
rocketing Qli.-\KI', scene, cheek out mv bud- 
dies’ web sites and tell them I sent \ ou. 

Redwood’s Ql 'AKI'. ]5agc at aggiec|uake. 
lamii.cdu; 

Sears's Qiiakcl lolio at i|itakehole.coni; and 

blue’s Qu.akf News at www.bluesiiews.com. 

I hope you’ve had as much fun w ith this col- 
umn as I have. 'I his is the Iasi QuAKF. Page (for 
now') but not thela.sl you’ll .see of me. Nc-xt 
time you witne,ss a fire.stonn of destruction on 
Internet Ql lAKiy vou'll know I’m still on Ihe 
loo.se. % 

\{ I .ong poses as a iiiilcl-iiiaiiiiercd senior editor 
for Com[)uler Sho]3per iihigazinc, hut he has a 
taste for giblets. 



GAMER’S EDGE 


War Wind 

Destroy Your Enemies And Rule YavaunAs Tha’Roon OrObblinox 

by Martin E. Cirulis 

I n Wak Wind, SSI brings us a rcal-fiinc wargiiine sci on 'ibvaiin. a world in political lunnoil, 
where four distinct alien races struggle against each other for doniinance of the planet. 

Unlike theWAItCRAFr series, w'hcrc Ore and human units arc virtually identical, the four 
races of’lavaun have analogous but distinct units f)pes and specific racial advantages, dliis 
means there are important strategic and tactical .strengths and w eakne.s.se.s for each race 
that will affect \ourshic of play. Iti this part of ilie strateg)’ guide, we'll be looking at two of 
the stronger races in WAit VVtNtr, nanicK’ the plnsically w cak but Icchnologicallv superior 
[ha’Koon, and the walking tanhs, the Obblinos. 



The stralesles in this article are Intended for 
Tha'Roon Ministers and Obblinox War 
Generals. Eaggra and Shama’Ii commanders 
can turn their Web browsers to 
www.zdnel.com/gaming lor strategies for 
their own forces. 


The Tha'Roon * 


W- tl 


'I'he fonner masters of’lavaun are quick in the 
lai) but las-s adept at managing constniction 
tasks and o]rcn warfare, jobs previously handled 
by their fonner slaves, the Raggra and the 
Obblinox, res|)ectively. In general, 'Iha’Koon 
should research their technologies as early and 
as c|uickly as possible. Since cybernetic 

ipgradcs cost less for the 1 ba’I^on 
than an\' of the other races, jrla^’crs 
1 should outfit their w'arrinrs and 
■ scouts with new- part.s,sj>ecificaiiy 
strength and resilience packages, 
to compensiitc for 
ihellia’l^m’s 
'subpar melee 
skills. /Ss far as 
/combat tactics 
themselves, the 
nira'Roon are very 
jrow'erful in ranged 
combat and should 
avoid melee with 
opponents as 
much as possi- 
ble, especially llic 
Shama’Li. In large baf- 



LEAPIN' LIZARDS The Tha'Roon are physically 
weak but technologically superior Upgrade your 
Tha’Roon troops early and often. 


lies, .sacrifice one or two hardy units by placing 
them farther ahead to pin large groups of 
enemy units in melee while the rest of your 
fo)ce bla/es away fixan a distanee. 

Units 

The Rover 'I he,se touring knights 
arc the most expeirsive mercenar)' 
unit in the game, yet they don't 
deliver much damage for vour dollar. 'I hey are 
best used as an early IxKxst to v’our defenses or 
as fast scouts for scanning the countnside and 
harassing enemy workers, Unles.s you are 
incredibly rich or des[)erale. avoid fire rov er. 

The Executioner ihis is your basic 
militaiy unit. Outfit with the strength 
and resilience upgrades and tr)' to 
have your units cither firing at range or screen- 
ing even more v'aliiabic ranged units. 

The Destroyer 'Ihcsc command 

units should be outfitted with a full 
array of upgrades (tbough they can 
piobablv do without the stealth nioditlc 
uulc.ss you have a specific .subtle ]5lan in 
mind). Use them in conjunciion with three 
executioners to maximize their effect. Group 
lho.se four in a truck or a cruLser for a fine 
assault group. I’ull the.se units back for repair 






^ FIRE AWAY The Tha’Roon have, by fai; the 
best ranged units in the game. Attack from 
a^r as often as possible, because tiiey wll 
lose in hand-to-hand combat. This ciose-up 
shows how the Tha’Roon can chew up an 
Obblinox before it even reaches them. 


before they arc destroyed, a.s they arc too 
valuable to waste on a failed attack. 

The Rogue Give these units the 
stealth and speed upgrades and use 
them in groups to get clo.se to an 
enemyha.se. Once there, laiineh suqxrisc 
attacks against specific targets siimiltaneou,sly 
w'ilh vonr main as.sanll elsewhere. If it looks 
like a superior uumher of encniv units is about 
to engage them, pul! back (]uickly and liide, as 
rogues arc v'cry poor liand-lo-haiKl eombai- 
anls. Produce large numbers of them if you 
have the money, .so that you can build the veiy 
valuable assassin and jump troop units. 
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The ASSaSSln'Iliisislhcmosi 

l^murfiil mngcd unit in llicgcunc 
and sliould l)c oiilfilled accordingly. 
Will a stealth inodificalion, it can lead a gRiiip 
of rogues deep into enemy lerriton,' and termi- 
nate s])ecirie, powerful enemy units before the 
enemy can react. With full upgradc.s, players 
can make the decision to use them as is nr 
upgrade them to jniu]) troops, which offer le.ss 
ranged fire))ovver in return for a massive 
mobility advantage, a decision wliich should 
l)e based u])on the tactical needs of the 
moment. 



Jump Troops [lie.se ultimate fast- 
attack units are rare, and most times 
J \ou will be luckwifsou can get three 
of them into the air at once (a task that would 
require voii to have 12 activ e rogues at the 
.same time), but if \ou can do that, then no 
enemy unit or building is safe. Lise their limit- 
ed flight ea])ability tol>\pa.ss vv-alls and enemy 
front-line defenrlcrs to wreak havoc in your 
opponent’s baekfield. In combat, keep a close 
eye on them, and when they are in danger, pull 
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* TOWN THA'ROON Here is a typical 
Tha’Roon settlement, tf you want to keep 
It alive, upgrade your troops immediately. 
Tha’Roon start out weak, but with techno- 
logical upgrades, they approach physical 
parity with other races. 


ROCKET RANGING Upgrading to the jump 
troop means you lose the assassin’s supe- 
rior ranged capabilities, but you gain mobil- 
ity and limited flight. These capabilities are 
useful for dropping behind enemy lines or 
picking up hard-to-reach special items. 


them out quickly .so llie) e;in iiulo-heiil.AgcKKl 
trick to use on inanv m;ip.s is (o use u ium|) 
trooper to collect gcxKiies lh;ii ;ire set aside on 
isliinds or guarded bv hostile animal life. 

Psycfiics and 
Psionics Tha’Roon 
magic users arc the 
weakest of all the four races and aren’t really 
worth the cost of creating them. If you liave 



the time and monev', it may be worth it to 
produce the four psvchics and the psioiiic 
just to get your bands on the Command 
Voice spell. Once researched by a psioiiic. it 
can be learned by your lesser mages with- 
out trouble, and casting five of these spells 
can turn a massed enemy a.s.saiilt into a 
rout. You could end ii|) with a whole new 
army at your di.sposal. 


UTKgiOBb'tiTio^ 


'Hiese proud warriors of Yivaun are the 
masters of the battlefield, but they also have 



all tlic races. Since an Ohblinox mead hall 
supports only three units, you will need lots 
of space to support your forces, so keep this 
in mind vv hen choosing village sites and 
placing buildings. In general, your imits are 
most powerful in elo.se melee, so vvlien 
combat occurs, make sure v'ou force your 
units to engage the enciu)’ in melee 
instead of letting tlieni fire from afar, as 
they will tend to do. Most Ohblinox units 
■ pack armor, .so never be afraid to go in 
and slug it out with a slightly superior 
force; unle,ss you arc outnumbered badly, 
you will probably giv'c lar more than you 
get. ’Ilioiigb vonr lech researeb costs are 
almost double that oftheTlia'Roon, 
ecjuippiug your units with s])eed, 
strength and resilience can make vonr 
forces tnilv frightening. 


OBSTINATE OBBLINOX The elephantine Obblinox were once the soldiers of the Tha’Roon but are 
now applying their military might to rebellion. They are the strongest troops and are best used in 
straight-up melee combat. 


Units 

BikorS Wdiile Obblinox niereenar- 
ics can hit a little harder and cost a 
little le,ss than theirTluTRoon eoun- 
teqrarts, llie\' aren’t much more useful and 
should be employed sciionslv onlv during the 
early stages of a game. Ilicy can also be used 
to pursue fleeing units or keep iab.s on enemy 
po.sitions. Loiter on they can make a useful 
screen for a larger attack, as they will attract 
most of the enemy uiiit.s' allenlions whilej'on 
move ill lor the kill with more expensive and 
useful .soldiers. 


lAgenls and Spies ihe 

j Obblinox are not a .subtle 
I race, and this shows in tlieir 
clandestine units. Wliilc spic.s have hitting 
power equal to that of the soldiers of other 
races, and can be effective sneak attackers 
when coupled with stealth cyhenictics. tlicy 
are not durable enough to justify the cos! of 
their |)roduction. Wlien vou take into account 
thatvou must create four of the terrihlv inade- 
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(|Uiile iigents to pmclucc one sp\', ii w'isc 
()l)l)liiK)xcoiiimi)ndcr\vill Icuvcskiilldtiggci}' 
and sneak attacks to less noble races and 
spend bis money more effieienlly elsewhere. 


H UBtGranS ' l hese hard)- waniors are 
the backbone of any Obblinox 
eampaign and should be produced 
in large numbers. ’Ilic)- are fairly eost-effee- 
fivc. and wise eoninianders will resist the 
lcni])lali()n to outfit them with ainthing more 
than the resilience and strength e)bernelie 
improvements. Instead, save some of that 
monev for more mead balls and worker 
reemitinent. \'etcrans arc most effective when 


can gel in close to key targets and eliminate 
lliein in the first few seconds of any larger 
a.ssanlt, Wdien deplosingin a straight-up 
attack, truckloads of veterans should be 
accompanied by a cruiser filled to bursting 
with captains, who should then strike as a 
grou]) into the strongest of the enein\-s ranged 
units. 


B The Colossus Second only to the 
Shama’Li elemental in raw bitting 
|)ow'er, the colo.ssus is a mountain 
of battlefield iiun hem. But more important 
than its terrible strength is its durabilih-. With 
hca\yannor and a huge number of bit-points, 



MANO-A-MANO Obblinox troops have the best strength and armor and are best when going 
toe-to-toe against the other troops, in this cutout, Obblinox warriors make short work of a wan- 
dering beast. 


deployed inside two or three expendable 
Imeks. 1 et the vehicles take the hrunt ol the 
eiiem)'s defenses and then come ])iling()iil of 
the w'reekage with a full si|na(l of veterans 
already ))ositioned for close eomljat. 


this advanced nnil should beiisecbspariiigl)', in 
conjunction with other, more vci-salile units. 
'Ihc ()|)tiinal assault .strategy is lo lead with a 
single colo.ssus plunging iiilo the Ihiekoftlie 



OBBLINOX OUTPOST The Obblinox have 
the largest infrastructure requirements, 
so leave lots of space for mead halls 
when you pick a spot to settle. 


enern)-, and then, as the)' concentrate on the 
nearly invulnerable juggeniaul, the hulk of 
your attack wa\-e (eon.si.sling of captains and 
veterans) .should hit them from the sides and 
einclope them. Unless the cnemv comman- 
der is fast or s ou’ re fighting agaiiest the 
Shama’li, \ictor)' is almost a certaintw 

Sorcerers and 
Warlocks while one 
would think using magic 
w as less than honorable, a wise Obblinox 
commander with .some money to spare will 
take acK'-antage of the melee strength of these 
magical units, as well as the great power of 
their spells. 1 he bottom line is these are the 
only mages in the game capable of protecting 
themselves .somewhat, especially if enhanced 
cyherndically, and this gives them the op])or- 
tunity lo not only deliver spells, but also to sur- 
vive and retreat until their spell points 
recharge. Phantasm is largely incffeciive, hut 
Blood Boil should be lesearclied so the lesser 
soreerors can use it. Sneaka mage into an 
enemy compound and east it on a large 
rcseive force lo w'ateb them hum out and die 
before they reach )'our lilies. Cniinbling is also 
irseful for desfroving fences and infiastnicturc. 



■ Tfie Captain Produce one of 
Bn tliese for e\’ei-y three veterans in 
S )-oiirariny, but resist the urge to 
make lliGse excellent fighters into the nigh- 
mindlcs-s colossirs unit, \Viiile the eolos,sn,s has 
its n,scs, a captain with a host of implants is a 
tnily frightening unit, espeeiall)- considering 
that tliei’can be cinplo)-ed in significant num- 
bers. Coupled witli the sleallb implant, they 


Wars Without End 


W^lh the full, albeit c|nirky, network suite ]3resenl in WAR W'lNH, there is no doubt that a new trick 
or laelie will be di.sco\ ered for each of the four races everv'day for the iigxI few' months. Some 
will work better on liie computer (siieli as sneaking in disguised troops — liiinians tend to notice 
when a grt.nip of their own workers stands amund doing nothing, not responding to commands), 
while others will reap the best rewards w hen emplos ed against human limitations. I’m sure more 
c.\hau.sti\e works will appear eventually, but in the meantime, tlie.se basic tips and tactics should 
gi\e\-mi a leg upon dealing with the com|5uter opponents, and jicrhaps give you an edge when 
fighting o\-er exotic '^ai'aun with a few friends. % 
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Syndicate Wdrs 

Memo To All Syndicate Executives On Hostile Takeovers And Tactical Strategies 



by Thierry Nguyen 

B clconie Executive, and 
I congnitulations on }oiii' 

' new promotion. WTiat 
follows is one of your 
basic primers on execu- 
tive management and 
research. 'Tliis primer 
focuses on the equip- 
ment av'ailable to \ our 
agents, including its 
proper u,sc. ALst), note that the Church Of 'lire 
Ncv\’ Epoch probabh' has stolen this primer 
from defecting agents and ma_\’ use the siirne 
t\pes of strategN' as well. 

Kinetic Weapons 

'Hie first set of weapons includes kinetic 
wcapon.s, ones that fire bullets rather than con- 
centrated energ\'. The.se remain your .staple 
weapons for a long time and w ill serve you well 
if used pn)perly. 

Ilic u/i will be your first kinetic weapon. 
Uzis have a short range and do a small 
amount of damage. I laving four agents con- 
centrate iizi fire on one target earlv on is .satis- 



DONT BE FOOLED The electron mace is woelttlly inadequate, with pathet- 
ic firepower a weapon the Syndicate executive would do well to avoid. 



The Art Of Persuasion 


T he persuadelron is perhaps Eurocorp's most 
useful device. It brainwashes those near it to 
follow your orders, thus creating an expend- 
able civilian army. Your persuaded civilians will 
pick up any weapons lying on the ground, so activate this 
device after a firefight to have your new recruits pick up the 
weapons of the fallen. Different people, though, need differ- 
ent “points" of persuasion. Citizens are worth one point, 
white a law enforcer needs at least four. Syndicate agents 
need around thirty-two, as do Church members. Also, a 
higher brain level reduces the number of persuasion points 
needed to persuade certain types of people. 


fucloiy, but this weupoii’s poor firepower will 
soon become ;i Ikibilily. Rid yourself of the 
Uzi ;il llie firsl opportunity. 

Tile miiiigim, on the other hand, .should be 
vour earlv weapon of choice. It has a decent 
range and delivers decent damage. Wlreii four 
agents begin to spray minigun fire around, they 
quiekh’ become a force to 
contend with. Tlie Church 
needs to research miniguns as 
its first weapon, but we here at 
Eurocoq) alreacK' bar e the 
minigun. I advise )'ou, as a 
I'kiroeoip executiv e, to .sell all 
of your Uzis and biyinini- 
guns before your firsl mission. 

I.X)ng-range rifles are pow- 
erful weai^oirs w hen irscd 
properly and should he a top 
research priority. As the name 
suggests, ftiev’ have great 
range (longer than all 
weapon.s cxcxpl launchers 


rifle-eciuipped agents reload, the two with mini- 
guns can conlinue their blanket of fire. Tlic 
only time to ann ail four agents with LR rifle.s is 
w'hen von can retreat freely and hence control 
the luimhcrofcncroaching enemies. Against 
vehicles, ihc 1 .R vine's mas-sivc range and fire- 
power are perfecl, as eoncenfraled shots from 
four agenl.s can destroy nearly an_v vehicle 
quickly. Should \ ou find yourself on the oppo- 
site end of ail I .R rifle, the wav to counter it is 
to immediately eoneentratc several agents on 
its owner. 

Explosives 

The explosive weapons come in twotvpcs: the 
limed explosive and the launelied explosive, 
hollow common sense— while they all do a 
great deal of damage, the explosions can affect 
you as well- 

I ligh explosives (I IE), like the miiiiguii, are 
another sta|Dle weapon. 'Ilicv should be 
re.searchcd after the 1 .R rifle. lAieh agent can 
earn' up to four high e.xplo.sivcs.’lb use l lE. 



SVWDICATE WARS STRATE©V 
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nio\c\oiir;igc'iil In llif (iirgctccl release 
the bomb and \'aealc (he pieiiiiscs. It is ellec- 
tive for taking down gales and hanks, as w ell as 
cars, gi\en the proper liming. W^lh Iwo I Ih’,. 
von can de.slro\ a bank, which resnils in the 
massive release of !i(.|ukl assets for immediate 
acquisition. 'Ihc I Ik is also good for eliminat- 
ing buildings full of enemies, provided s on can 
get close enough w itlioul being delected. 

lire ion mine is barel\’adec|nate. Hither 
than desti'ov an cnems; it incapacitates. It 
drains cnergs^ from w hateser ciieins’ unit trig- 
gers it. /Xgainst compiiler opponents, it is of no 
great impoilance,. so research priorily is low. It 
is, however, more useful against oilier hnman- 
held Svndieales, as your foe cannot u.se an\’ 
weapons after triggering it. 

llie launcher is a good, all-pnqDose 
weapon. 1^'seareh this as s<«)n as von find it. 
and trvto equi[)e\ei‘\'one with it. Its range is 
nearh- that of flic I R rifle and its firepower the 
near equivalent of an 1 llv 1 annehersare 



PLASMA PRIMER The best all-purpose energy weapon in 
the game, the plasma lance destroys man and machine 
with equal efficiency. 


excellent against vehicles and large crowds 
due to their high damage. A volley of four 
rockets will scatter heal and flame o\ er a small 
area, making il perfect for clearing patches of 
Church holdings. It you hulcldown the right 
button before tiring, sou can “lock" lire 
weapon and aehics e inore accurate fire. 

I lowcvcr, be c’,spc’tw//)’ careful when using this 
weapon, as aeeidciilal fire in a comer w ill 
rcsnll in damage to\’oiirageiil. 

The nuclear grenade, referred to colloqui- 
alh as lhe“Calael\sm,'’ is llie mosi powerful 
hand-held cxplosb e in the game. Re.seareh 



EXPLOSIVE EFFECTS High explosives, which are ideal for destroying banks and vehicles, emit a 
ring of fire and smoke to bum all enemy units within their radius. 


this as soon as)on can. 'I hough it is expcnsh’c, 
the return on your inve.slmenl is astonishing. 
One NC can bring down any single .sky- 
seraper-si/ed building. SimpK’ Ihrow ihe 
grenade al Ihe target and immediately evacu- 
ate the area. Its main di.sacKanlages are ils co.st 
flOOKa pop) and. in multiplayer games, its 
telltale w hile flash, which mav alert human 
opponents to lice helore the blast. 

Energy Weapons 

Tire following are Ihe energ\-hased weapmis. 
Wien lhe,se weapons come into pla\’. it is lime 
lo phase out the kinetic weapons. 

Dc,spite its menacing ap]X‘aianee. the elec- 
tron mace is a poor weapon. Cood for disinte- 
graling citizens, it still lacks ample firepower. It 
remains a nw^terv' as to why flic Church 
chooses lo make lliis ils slandarci weapon. 

The pulse laser should be a lop-priorih 
research irrojeel. Once researched, il will 
become your new slandanl fireami. Ann all 
four agents w ith this weajron. and no one w ill 
he able to resist the Ssndicale. Hie eoneentni- 
Hon of pure red laser power will disinfegrale 
anyone witiiin moments. 1 lowevor. even as 
you arm all your agents wilh Ibis weapon, 
always keep I ,R rifles in reseive. ne.s|)ite ihe 
PI .s snpcriorily again.sl fle.sh-ba.sed largels, the 
LR rifle is still heller .suited forv ehielcs. 


The best all-around cnerg\’ weapon is the 
plasma lance. I'biir agenls armed w ith lhe.se 
proficient loolseaiKii.s|)eiisewilh an entire 
mob of Ungnided or destroy a Church siege 
tank ill a lew shols, all with the .same dcadiv 
efiieiency. .As soon as it appears, research il. 

'I his weapon hee()me.s asailable onK’ near Ihe 
end of \oiir tenure, and \ou will need it. 

The grasilon gun is the most powerful 
eiiergs' weapon. I iuforliiiiateiy. il appears onlv 
al the \ erv end. ^bu will need lo salvage il 
from llieChnreii.iis it acquired ihiswcapon 
first. 

Miscellaneous 

Equipment 

The disrupter un-persuades ])eople and is 
uschii oiiK’ in multiplayer warfare. 

Miimcrs are flame-lhrowcrs/nie\ havea 
.short range and low damage potential. Tilts 
weapon is jiuielv an indnigenee for vour 
agents w hen they wish to set afire the 
Unguided. 

The low-|3rioril\' razor wire is more of an 
annoyance lhan a weapon to \'our enemies. 
Ton will gain ihe most success with this 
weapon against hinnan-heki Ss ndicates. 

Trigger wire is an iinproi ement over Hizor 
Wire and. unlike ils ])redeccssor. will actualh' 
explode when Irijiped. In ihe heat of battle, 
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Body Langnage 


f A HARD RAIN'S GONNA FALL Satellite rain is a mass drop of 
nuclear grenades. Nothing in its path is spared, including any of 
your agents who straggle behind. 


lime for voiircnemie.s. Simpiviiiva stasis field 
down aiiioii^sl a s^roup of cnoniics, and v’oiir 
oppoiicnls w ill iniA'C in slow molion, allowing 
yon todfspalch llicrn al \oiii leisure. 

Ihc inosl deslrnctiw w eapon is the satellite 
rain — in e.ssenee, several niielear grenades 
falling upon \()iir large!. \ lerely |X)sition an 
agenf near \ onr target area and activate the 
lauiK'li code. Soon llie general area surround- 


ing your agent will erupt in fire and smoke as 
building alter building is nllerls’ destroved. 
Al).solutel\- nothing can snr\ i\ e a direct hit 
Ironi a satellite. 

l'Aeenli\e,\onr promotion should indicate 
lliat llie S\nclieate places mucli trust in \'ou to 
fulfill your duties. ( )ur lioldings cannot now 
be compromised Iry the (.diiirch.and we look 
to sou to maintain oursolvencv and market 
dominance. I )o not fail ns. 


liowever. it is difficult to lav this lra|3. ;\gain, if 
is l)csl used in malclies versus oilier iRiman 
Cor|)orations. 

Psycho gas is a confusion agent. \\ ith no 
real \alue in single-player plav, it is irritating al 
best in mulliplaver. I ise of lliis gas will cause 
your opponent to lose control ofhisesposcd 
ageni tem|)orarily. 

On tile oilier hand, knockout gas can be 
\'eiy useful if used correctly. Alw'ays liave at 
least one agent cariv four canisters of KO gas. 
\\^ien you run into a large group of enemies, 
order tliat agent to loss a can outward anti fall 
Irack.'lhe KO gas should render most of your 
enemies unconscious, giving von the opportu- 
nit)’ loanniiiilate them. KO gas is kev in tlie 
amiored car heist niLssions. Ke.searcli it al vour 
earliest convenience. 


'I he aulo-inedikit will automati- 
cally heal your agent as s/lie gels 
injured. Its cffccLs never expire, ,so 
you can place one in each agents 
.slot and always be assured of the 
kit's healing effects. I lowcvcr. vou 
must gi\ c the kit enough time to 
lical \ our agent b\' falling Iwck. 

A good defense weapon is tlie 
Cerebus IPl'', Simply kn it down, 
and it becomes a turret lhal fires a 
pulse laser at any cnem}’ that 
approaclics. It files until it is 
destroyed or until the power runs 
out. dliis is useful if you are being 
assaulted on two sides, as you can 
line one side up w itli Cerebus IPPs 
and manually defend the oilier 

.side. Itse.speciallv irseful for tlie 
Kurocoip mission ofprolecling 
Dr. Drennan and his aide. 

’ I he clone shield is a tool ot 
stealth. 'Ihe clone shield is 
designed to gi\e Ihe oiilfilled 
agent the ap|)earance of an 
e\ecuti\e. 'Ihis deceptive 
a])pcamnce allows one to min- 
gle among the police and po.ssi- 
blv enemy agents, without draw- 
ing attention or fire. 

An odd item is the eliroiiio- 
tap, which allows y ou to 
recliarge energ\’ trom coqjses. 
Though it is icscRil in principle, 
this interesting item is largely 
uscle.ss bv ihe lime yon acc|uire 
it; \'ou w ill liavc progre.ssed .so 
far that \cr\ few bodies w ill 
remain. Still, canying one wiili 
you w ill ensure ai i accelerated 
recharge rale when vou do 
encounter, or create, bodies. 

Ihe displaeeriron is irsefiil 
for defense. It w orks bv creating 
a field that causes all caught 
within to disappear from \ iew 
for a short period. I leiice. it is 
useful in large fights b\ allowing 
you to hide and regain needed 
health and cnergv 
'Ihe stasis field is perhaps the 
most useful item, .slowing down 


T he basics of body modification are as fol- 
lovi«: body modifications improve your 
agent's health, arm modifications improve 
your aim and weapon efficiency, leg modi- 
fications improve your speed and stamina, and brain 
modificabons improve your agent's Al. 

There are three levels of modification per part, and 
you can modify an agent only once. Once a modification 
is attached, it cannot be reversed, so choose your 
upgrades wisely. 

An example of a good research path follows: body. 


arms, brain, legs. The body and arms control your 
accuracy and endurance, so they should have priority. 
The legs and brain are less important. 

Finally, some Syndicate employees (those who failed to 
win promotion) do not realize that weapon and modifica- 
tion research can occur simultaneously. When research- 
ing a weapon, just click on the modifications button to 
study both a weapon and a modification at once. 
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fSee Our Review Of SkvNET On Page 116 


SkyNET 

B/ow The Terminators Away With This SkyNET Mission Walkthrough 


by Peter Olafson 

ellic-sda’s SkTNl'. I' lias fewer tlian 
EB luilf the missions in l’'i ri URi: 
mMJB Si IOc:k, but the “ooci ones arc 

about Ivviee as clever. 1 Icre’s a riin- 
BS BB clown on the huiiuin resistances 
BbBp^ no-niikcs campaign. 

• mission one: 

Trojan Horse 

dhe bot base that liolds your objective — the 
1 lades cih'-bnsliii" missile — is fairly .small, but 
it’s tough getting in and back out again. C^limb 
inside the in-boimd container, which the hots 
will then obliginglv bring within the walls. '! he 
ba.se has two discrete sections, 'llic one vou 
want is to the rear and is reached by a descend- 
ing ramp, 'llirow the .sw itch atop the nearby 
lower to open the door at the bottom. Once 
inside, you'll find that most .switches have an 
effect close by. (Mowever, don’t overlook the 
cxiiress exit.) Use the switch atop the tower 
near the gate to make your exit. 

• mission two: 

Drive, John Connor Said 

'Hie long dri\e home is very simple. All yon 
need to do is head mostlv we.st and south (and, 
briefly, north). Don’t .shy away from the clio[> 
off vou’ll encounter on the way. 

• mission three: 

Core Wars 

'I he infiltration of the C]yberd\iie Systems I IQ 
is a long and rigenous mission. Avoid the north- 
w'e,st, where a thicket of hots hang out. htstcacl, 
go north, then west and np the elevated high- 
way' there. 

Actually, you’re not looking for the 
Cyberdyiie building— which can't be entered 



In this level, the bots have sunk the sub with 
you on board. Backtracking isn’t an option. 
(The top hatch is inaccessible, and, with the 
warped underwater physics, your character 
swims like a stone.) Make your way to the 


bow. Use the panel at the end of the left fork 
to open the door at the end of the right. 

Open the door to a torpedo tube, and you'll 
be fired directly into a nearby sewer outiet. 

Here, it’s more or less a conventional sewer 
maze, with a few tum-the-wheel-to- 
open-the-door bits and a good deal 
of walking undeiwater Eventually, 
you’ll open a door that lets in a tor- ' 
rent of water Blow open the odd- 
looking section of the right-hand 
wall around the curve and you'll let 
it right out again. 

Stick to the main hall, which I 

leads you to a room with four | 

gated tunnels. Turn the wheel on I 
the west wall and then the one in I 
the north wall to clear a path to i 

the east. Once back in the open | 
air hoof it back to the jeep. (It’s I 
between a blue and a yellow van in ■ 
the northeast comer of the level.) j 


I ^WATERLOGGED Mission 5 is a sub mission, where you’ll 
have to escape from the sub that the bots just sank. Use 
the toipedo tube to fire yourself out, and then find your 
way through the ma^ back to the surface. 


Waiting to Inhale 


-mission five: 


by eonventional meaas — but an aciiacent 
stnicturc with a tali ma,st on its roof. Knock 
down the mast with a blast to its base, and 
vou’ll ha\ e a laimeh jiad for the long leap to the 
top of C\ bcrdync. 

'toil'll ha\’e to fight your way down through 
the stRicturc to reach the auxiliary power 
switch (in a storage room down a short flight of 
stairs off the lobby). 'Ihe stairs only take you so 
far, though. When you sec an air-hockey table, 
blow' it up and then blow' a hole in the floor 
beneath it to pmcced. 

T1 le [lower sw'iteh ojiens the elev'ator doors 
on the ground level. '^Ilie elevator, though. 


remains at the top of the shaft, so vou’ll need to 
make \’our w'a\' back to the to[). Kiding back 
down, watch for an otherwise inacee.ssible area 
off the shaft. 'Ihc tw o tenninals here will open 
the way to the cellar command center. Aeee,ss 
all Ihe terminals there, and then make vonr wav 
to the roof, where a I lunter/Killer craft will 
come to pick you up. Don't go back via the ele- 
vator; it’s now' flooded w'ilh bots. 

• mission four: 

Sub Sandwich 

In the first part of this level you’ll .see 
iinclimbable slopes and ban ieades that .seem to 
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• mission six: 

Going Along For The Ride 

This mission is reaily an extended driving lesson, as 
you saddle up a jeep in an attempt to intercept the 
missile en route to its launch site. Unfortunately, you 
can’t actually stop the missile. Your real job Is just to 
survive to see the dots destroy the bridge and cut off 
your pursuit. 

To get that fai; you'll need to blow off the door of 
the drive-through car wash. Just after the fest-food 
restaurant (Big Buns), you’ll see two roads heading 
north. Take the second and higher one. Then floor it. 
Just be sure not to get hung up on the guard rail. 


pciiiil lo iiii exit \ia a drainage hinncl across a 
ptxil on llic north side of the !e\ el. 'loii might 
think this is where vou l>egin. but it isn't. Tliis is 
actiiallv the exit jon’ll u.se in the next mission. 
Blit you're getting wann. Search the slopes 
south of the pool for a .section with a slighlK’ less 
sleep incline. y\t t!ie top, make a jump and s on’ll 
find yourself looking down into a naval base. 

Use one dock crane to reach the ramp to 
the lop of the sub’s conning tower. 'Ilic other 
crane will net you a veiy nice weapon. 

Your work here is cut and dried: Cel the 
combination to the sub’s main terminal from 
the terminal on the catwalk in the engine 
room and use it to open the safe in the confer- 
ence mom. 

• mission seven: 

Doing What We Do Best 

'Ihe onl\' I lunier/Killer mission in the 
new collection finds \ou bound for the 
desert base \s here the hols are planning to 


laiincb the missile. 

Ihc ha.se isn't a straight shot lo 
the ea.st. 'Ihe highwav’ csentuallv 
peters out in a blackened eul-dc- 
sae within a circle of impa.ssable 
hills. )ii.sl before (his dead-end 
you’ll find a canyon. Dive in, and 
follow it north lo a luige accc.ss 
liinnel. 

This lakes j’ou into a snhslalioii 
guarded bj’Tcrminalors. You’ll 
find theexif.almosl out of sight, 
higli in the far wail. I his .second 
section of luiinel euiTl he navigat- 
ed convcnlionallv. Ymr angle ol 
approach won't ])emiil it. Yin’ll 
need to move as far forward as 
s ou can, rotate the craft on its 
axis, move forward again, and in 
this ssuy zigzag your way up the 
(uhe. Yiu’re e.specially siiinerable 
lo .sniping from lemiinalors in 
this awkward position, .so mos’c 
c|uickly and shoot 'em when you 
see ’em. 

Once in the open again, just 
make your wav north acmss the 
lake and east to the ba.se. Set 
down on the green landing grid 
on the base’s north side. 

mission eight: 


Send the Hades 
Up the Styx 

Your final task — setting a new 
target and launching the 
missile— isn't as complicated as 
it looLs. 'ibii’ll lay the gmiindwork 
for this level’s solution in .struc- 
tures east, south and west of the 
launch pad. But the one that 
appears to liold the least— lo the 
nortli- is the most e.sseniial. 

'Ihe lower section of the east- 
ern stmeture has two eeiilral con- 
trol arravs with five inleraelive 
])anels. On the northern array, 
enable tlie eastemmo,st of the 
tw o panels with the red and 
green bars. ’lhis activates a sensor 
in the southwest comer of ihe 
room’s second ies el, which voii'll 


need later to open an clc\ ator door. ( I he 
other panels enable boob\- traps,) 

Ihe soutbem and western .slrnciures are 
effectively gauntlets laden with hard-lo-,see 
guns and rocket launchers. Yiu'll need lo 
melhodicallv fenct these out — drawing (heir 
fire and identihing the source, if need 
be — and pul them out of commission. 

De,spite appearances, tlie noilhern staie- 
liire isn't an aliandoned waste dump. On the 
upper lc\ el, look for a mom with a cluster of 
radiation barrels. Blow them up. and they'll 
take a section of floor with them. Dro)) 
through the hole, and jou're on the fast track 
to the cicsator in the custem structure (watch 
for Tenninator.s). 

Ride that lift to the upper level and shoot 
ihe.sen.sorvou enabled earlier to o])cn the ele- 
vator door onto the catwalk. Climb the ramps 
and enable the six panels v ein'll find in the two 
control rooms. This gives you access lo the 
inner ring of the catwalk around the missile. 
Knable the panel here to extend a ealw'alk 
from the western .structure. Make u,sc of it 
i|uickly (more enemies are eoining) and enter 
the western structure. 

Activate the panels atop the column lo plug 
in the new target, and climb tlie ramps to the 
final room, where you'll find tire launch but- 
ton protected bvan dghf-.segmcnl forcc-ficld. 
'lb kill all eight segments, activ ate the two ea.st- 
crnmosl panels on the southern w all 'Ihen hit 
the button and w atch the missile flv. Mission 
accomplished. % 


ON TOP OF THE WORLD Mission 7 is a hunterMler mis- 
sion. This is the view from the hunter^ller aircraft, which 
you can use to clear yourself a path, thanks to its heavier 
armor and armament. 
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Strategy/Ubrgames 


War Wind 

H ere ere some elieals for Ihose times wlteii 
son don’t feel like doiilt; the dirts' work of 
rei^iriire in \oiir l'l;igt;r.i skises. 

[Golden boy » Ckiins.llDllresonrees 
IPump an ahrn « Ckiin full |>resii»e 
IThe Great Pumpkin = \Mn thcciiiniraign 



IThe Sun also rises = Kemoves fo^ irfmar 

!0b come all ye fallhlul = K islcr ini! 
recriiitnicnl 

!0n a mission Irom gawd Aeeelerntes 
Iruildingtind liaisesting 
II am the bishop ol battle = W'liicnrreiti 
scaiario 



Master of Orion ii 

cre arc sonic cheats itial \k ill make 
\ 1002 exciting, ami soinclimc.s a little 
too eas\’. Ihii \’oii asked for it. I lold do\M! the 
[Alt] kc\’ when you t\‘])c in thc.se cheats. I'or 
all codes except ■■crunch,” type them at the 
galaxy screen. 

canbonlyl liiriisall (he Al empires against 
you 

crunch = Ch)niple(es vour current con- 
struction task (tv|)c at colony screen) 
CinSiCin = Ca\’csvonall techs 
iSCCall = Bestows Omni, science 
menlo =c 'omplctcsciirrcnl research project 
mOOla = Caves you lOOO credits 


Lords of the Realm II 

L eft to tlicir own desices, s our bowmen and 
crossbowmen will frec[uent]\' make bad 
decisions or focus too niutii on only a .small 
[xrrtion of the eneiiw 
amn-.'lhis is particular- 
K' tnic in siege cncoun- 
tci's, wiicrc \our 
defending archcR must be iastnictcd to direct 
some of Ihcir fire toward the cnemv bowmen 
outside tbe walls. Remember, until the wall is 
breached, only enemy archers can hurt you. If 
) on direct, sa\; half of )our defenders to fire 
back at these archers, you may be able to wipe 
ihem out, thus lea\ ing the rest of the besieging 
amiy at jour mercy- 




AByewlure/Bolg-Blaying f 


Titanic: Adventure Out Of. Time 

T itanic is a pretty easy adventure game, but you can get 
tripped up and end on an undesirabie path, Rule one, of 
course, is to save often. Now here are some tips to keep you 
on course. 

Finding the Rubaiyat in boiler room 3, coal chute 4 is 
easy enough. Holding on to it, and not getting killed by 
Vlad, is another matter. Here’s the deal: do noMake the 
book with you after finding it. Instead, simply hide it behind 
any other control box doors before going back up. After you 
retrieve the package from Barbicon, you can then go back 
down and give it to Vlad, and he’ll go on his merry way. 

You can now leave safely with the Rubaiyat. 

If you fail to get the painting out of the cargo hold early 
on, fear not. You have another chance. Go see Beatrix, 
and trade the letter incriminating her husband for 
Shaiiagh Hacker’s baby. You can then go to Jack Hacker 


and trade the baby for the painting. If you want to make 
sure World War II never takes place, don’t leave the ship 
without the painting. 
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Simulation/Space 



F-22 Lightning II 

Having troubles getting through the 
seemingly impossible Mission 8 in 
Campaign 4, where you’re trying to pro- 
tect Air Force 1? Even if you take out all 
the enemies, sometimes AF1 wanders 
into a SAM area. Here's our winning tech- 
nique; 

First, keep your radar turned off unless 


damaging him slightly. He’ll veer off the 
flight path and away from the major dan- 
ger. (Realism sticklers can just target him, 
but then the allied escorts target you.) 

Now, take out any enemy planes 
remaining; try to avoid attacking aircraft 
also being attacked by the allied escorts. 
Even when all the enemies are shot 
down, though, you're not out of the 


you’re firing a missile. Unrealistically, your 
radar makes all allied planes more 
detectable, not just yours. Launch all your 
AMRAAMs at enemy planes from maxi- 
mum range, then quickly land and reload. 

Next (Republicans will love this one), 
fire a couple of bullets at Air Force 1, 


water. Air Force 1 is still in danger from 
SAMs. You have two options here: Either 
take out the offending SAM sites (difficult 
to do when you’re not armed with any 
JDAMs), or simply distract the SAM sites 
so they fire at you instead of the presi- 
dent. 


Classics & Puzzles 


Bisk 

In games of Ultimate iilsk. a ,sini))!c Init effective lactic is to cxcliangc jjrisoncrs of war with tire 
same nation that vouallywith. especially if tliaf nation is-slighllywcakcr than yours. 'nii.sallow,s 
you to concentrate on eliminating ver)' weak plavers, or to cut into the lead of any nation signifi- 
canlK' ahead of )ou. Consider a 4-tiirn alliance to cover your flank, especial!}' if \'oii are using (lie 





Triple Play 97 

[v\ Sports hit a hard line-drise (liis vear with 
its latest arcade-shle baseball game, and ihev 
spiced u|) the game witli some built-in cheat 
codes. 

► iheie are tw o secret stadiums in the game. 
From the Stadium setup .screen; 

I lit the Up arrow, Down, Right, Up, 
Down, Loft, Up to play in the corn field. 

I lit Right, Left, Up, Left, Down, Right, 
Left to plav ill the "nnsterv stadium." 

►'lb turn vourself into the’lbnv Gw\-nn \ou 
know'}'ou are deep down inside. Irv' the follow- 
ing cheat codes while at the plate to increase 
your batting prowess, \\1iile holding the I key 
down. 

)Yess2fora long llyirall. 

Press 3 for a line drive. 

Press ft for a grounder. 

Press 5 for a pop up. 

Press 6 for a bunt. 

Pre.ss 7 with au\' of the above to get a full 
])ow er hit. 

IndyCar II 

Wien taking laps under a vellow caution flag, 
vou can avoid being jjcnalizcd if von pass other 
cars during the last ejuarter of the caution lap. 

Front Page Sports 
Football Pro 97 

Desj)ite on-line rumors to the contrar}-. \'ou 
can use } our old custom leagues from F'PS 96. 
just make sure to copv all vour fomier leagues 



files into vour root ['"PS Pko 97 director}’ (usii- 
aliv- C;\Sll' RR'V\FBPR097). 'Iliis works best 
at the end of a season, and doesriY work well if 
you had unfinished (saved) games in vour for- 
mer league. 
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So WHAT’^YOUR 

favorite 


NEW FEATURE? 




I have to confess: ^ 

My favorite is the automatic 
CD-Player. Whenever I pop in a 
music CD now, Windows^ just 
plays it. I don’t have to fuss around 
with launching a program to do it. 
The CD Player does allow me to 
program the running order and 
skip tracks I don’t ivant to hear. 
And the system remembers 
it every time. 


) 


Q 


Matt Lake 
Co-author, 
Windows 95, 
MaldngItUfofk 
ForYou 







Matt Lake and V^ei U-Ron believe that Windows 95 is a system to intimidate, 
not to be intimidated by. Their book, WktfkMMS 95: MMng h Work Far ¥ou includes 
a comprehensive approach to Vlfindou« 95, incoiporating a look at its technical 
structure with illustrations and a guided tour, plus a Windows Fixer section with 
techniques and tips for making Windows 95 do stuff it doesn^ want to do! 


Ziff-Davis Press books are available at fine bookstores, 
or call 1-800-688-0448, ext 372. 




Microsoft, Windows, and the Windows logo are registered trademarks of Microsoft Corporation. 


FREE PRODUCT INFORMATION 


%BP 


IT’S AS EASY AS 1,2,3 


1 fill in your name anfl aflclfess and check oil 
your answers lo ihe seven lesearch qiesliofis. 


2 Circle the njmbers on Ihe card thal correspond to 
Ihe ads or arirdes you'd like more informaiion afaoul. 


3 The literalure will be mailed lo yoj Irom 
Ihe advertiser Iree ol charge. 


CIRCLE FOR FREE INFORMATION 


001 

nn? 

on,? 

004 

005 

OOfi 

007 

008 

009 

010 

Oil 

012 

013 

014 

015 

016 

017 

018 

019 

020 

021 

022 

023 

024 

025 

026 

02/ 

028 

029 

030 

031 

032 

033 

034 

03h 

l)3H 

03/ 

038 

039 

040 

041 

U42 

1143 

(144 

045 

046 

04/ 

048 

049 

050 

051 

052 

053 

054 

055 

056 

057 

058 

059 

OHO 

061 

0B2 

063 

064 

065 

066 

06/ 

068 

(169 

U/U 

0/1 

0/2 

U/3 

0/4 

U/5 

076 

077 

078 

079 

080 

081 

082 

0H3 

084 

085 

086 

08/ 

088 

089 

090 

091 

092 

093 

094 

095 

096 

09/ 

U98 

099 

1UU 

101 

102 

103 

104 

105 

106 

107 

106 

109 

110 

111 

112 

113 

114 

115 

116 

11/ 

118 

119 

120 

121 

122 

123 

124 

125 

126 

127 

128 

129 

130 

131 

132 

133 

134 

135 

136 

13/ 

138 

139 

14U 

141 

142 

143 

144 

145 

146 

14/ 

148 

149 

150 

151 

152 

153 

154 

155 

156 

157 

158 

159 

160 

161 

162 

163 

164 

165 

166 

16/ 

168 

169 

1/0 

1/1 

1/2 

1/3 

1/4 

1/5 

176 

177 

17R 

179 

180 

181 

182 

183 

184 

185 

186 

18/ 

166 

189 

190 

191 

192 

193 

194 

195 

19b 

19/ 

198 

199 

200 

201 

202 

203 

204 

205 

206 

207 

206 

209 

210 

211 

212 

213 

214 

215 

21H 

21/ 

218 

219 

220 

221 

222 

223 

224 

225 

226 

227 

228 

229 

230 

231 

232 

233 

234 

235 

236 

23/ 

236 

239 

240 

241 

242 

243 

244 

245 

24 b 

24/ 

248 

249 

250 

251 

252 

253 

254 

255 

256 

25/ 

258 

259 

260 

261 

262 

263 

264 

265 

26b 

26/ 

268 

269 

2/0 

2/1 

2/2 

2/3 

2/4 

2/5 

?7R 

277 

278 

279 

280 

281 

2H2 

263 

264 

26h 

286 

28/ 

288 

289 

290 

291 

292 

293 

294 

295 

296 

29/ 

298 

299 

300 

301 

302 

303 

304 

305 

306 

307 

308 

309 

310 

311 

312 

313 

314 

315 

316 

31/ 

318 

319 

320 

321 

322 

323 

324 

325 

326 

327 

328 

329 

33(1 

331 

332 

333 

334 

335 

336 

33/ 

338 

339 

34(1 

341 

342 

343 

344 

345 

34b 

34/ 

348 

349 

350 

351 

352 

353 

354 

355 

356 

35/ 

358 

359 

360 

6H1 

362 

363 

364 

365 

366 

36/ 

368 

369 

3/0 

3/1 

3/2 

3/3 

3/4 

3/5 

376 

377 

378 

379 

380 

381 

382 

383 

384 

385 

386 

38/ 

388 

389 

390 

391 

392 

393 

394 

395 

396 

39/ 

398 

399 

400 

l.Whal Is the highest level cl education that 
you completed? peck one only) 

01, DSome high school or less 

6. Hawollen 
(Check one 
OI.GOncea 

a |DU usually buy campiilet games? 


Name 










CGW 

3/97-1 

1 



























kalllftalSiyr''''' 

;M compatible (Intel slandai 


03.0 Once a month 

04. □ Once every iwo to three monlhs 

05. □ Once every lour lo si* monlhs 

06. □ Once a year 


02. OM; 

03.OA11 . 

04. □ Dedicated game machine 

05. □ None 


ilore 04. CCompuler store chain 
ire 05. □ Direct Irom vendor 
06.11 Mail order 


3. It Intel, what level? (Check one only) 

01. DPowerPC 

02. □ Pentium (566) 

03. D406 

04. □386 
05.0 286 


01. Strategy 

02. War/Mililaty 


03. R( 


4, On you own |ar plan lo buy In neil 6 months) 
a CD-ROM? (Check one only) • 

Ol.GOwn 

02.0 Plan lobuy(6 monlhs) 


05. Card 

06. Sport 

07. Actlon/Atcade 
OS. Educational 
09. Adventure 


Title 

1 

Telephone 

1 

Company Name 

1 1 

Address 

1 . . i 

City 

1 

State 

Zip 

1 


4. □ Please send me a one-year (12-isstie) subscription to Computer Gaming World lor $27,94 
(U.S. price); all other countries add SI 6.00 (or additional postage. 


In a Hurry? Fax This Card To: 609-829*0692 
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llllllllllillllllillllllllllllMlIlltlllllllllllllll 


ADVERTISER IHDCX 



I^FREE I^FREE 


Ir.s.# 
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PAGE I 
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COMPANY 
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PAGE 1 

268 

ZOlh Cciitun' Tr K 1 Ii miu Knterl;iinnx;iit 

DlellaRl 

114-115 

259 

Malms Graphics, liic. 

MatrcKM)stk]ue 

63 

265 

20lli Ccntut}’ I'CK 1 lomc iintcrtaimnent 

IndependenecD.iy 

4-5 

17s 

Mrrds 

SirnCojjIcr 

175 

162 

7ili Le\cl liK. 

DiHiiitikai 

122-125 

46 

MegamediaCoqj, 

Gliasrn 

46 

120 

7lliLe\eLliK. 

GN'ome 

126-127 

71 

.McgarnedtiCorp. 

Space Trading 

207 

1(11 
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1 Iciicops 

IIO-III 

80 

Mitrofomm 

fkxiltmp 

149 

107 
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PC Gun 
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100 

Micmii Idalronies, Inc. 

Mullimetlia Computer Systems 

6fs67 

2<A) 

Accokiiie 

JackNicklaiis 

G5-C:7 

152 
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Magic Tire Ciileringl 

13 

560 

AccdLicIc 

Test Drive 

2-3 

193 
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125 

99 
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DarkRdgn 
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143 
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Interstate 76 

8-9 
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137 

245 

/NetSoft. Inc. 

Mail Order I’roduct.s 

238 

155 
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NCAV Linal Lair 97 

161-163 

48 
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AForkitilhcTale 

167 

%2 

MPalhlnter.icltvv 

Mpbya 

51 

106 

.'Vll I’cchuologb. 

PCd-'lV 

33 

142 

New W'orld Computing 

Heriull 

82-83 

281 

Avjlon 1 lill (laincComiBriy 

CaveWars 

23 

137 

New World Ckimputing 

W'agesofW'ar 

117 

169 

Avalon Hill GaineG)in[)aiiv 

HistoiyoflheW'orld 

21 


NBIScIkxiIs 
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244 

168 
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25 

231 
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Privateer’ 

C8 

82 
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60 
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IT) 

389 
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X-Car 

HI 

134 
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370 
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133 

60 

CH Prodiicls 
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165 

288 

PsygiusLs, liK. 

Dlscworkl 2 

97 

256 

Chips &13iU 

13oard Games 

241 

289 

PsygiKwLs, Inc, 

IxagueofPain 

105 

221 

Chips & Bits 

Bud^tl Software 

259 

112 

R&GGames 

Used GaiiK Software 

Z¥i 

353 

Chips & Bits 

Mail OrdcrMilt 

245 

180 
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Seg-iiyicy 

69 

97 

Ciiips&BiL\ 
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246 

266 
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n 

68 

Chips & Bits 

www.cdniaipc(«n/chi|R.html 

176-177 

267 
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IIS-119 
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CD-BOM 

W 

270 

Segasoft 

Space Bar 
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42 
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19 

155 

.Sierra Oii-ijiie 
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39 

3S5 
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Monster 3D 

45 
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I'roi it I’age S[xirlv.C>olf 

153 
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35 
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155 

233 

raiihlink 

.^iia 

197 

234 

Sierra Oivline 

Miw.'ar2 

I5(F15I 

r4 

Lades 

FI Facing 

16-17 

153 

Sierra On-ijne 

Shivers II 

47.173 

257 

LakravNiffthwcsl 

FalctnrMAGHV 

70-71 

125 

Sir-Tcdi 

Fable 

26-27 

93 

Gamcr'sCTokI 

Mail Order I’roducls 

25S 

124 

Sir-Tech 

Shadixvsoverl^va 

58-59 


Gateway 2000 

Family P(3 Multimedia Syslcms 

75-78 

81 

Sonyl’taysliilioii 

Carnage 1 karts 

189 

282 

G'rintcTiictivcSofhiarc 

Blood 

C2-I 

236 

Stralegic Simulations, litc. 

StarCcneral 

199 

365 

Cr Inicracthe Software 

ShailowAVitiiiw 

106-1()7 

237 

Stralegic Siinnlilkiiw. lire. 

Warwiixl 

187 

275 

CT'lnlcracth'c Software 

StruQirruiuiKl 

184-185 

43 

Take 2 InItT.ictKc Software 

Callaliau'.s CrosstinK Saloon 

193 

¥>3 

Grintewthf Software 

Tigetshark 

134-135 

277 

Talonsoft 

NnjxileiNiinKiissiu 

243 

229 

Grinlcraeliit' Software 

XS 

D) 

272 

Taloiwoft 

Thc/\geofSail 

242 

244 

GIE Entertainment 

NCA/\Hiiskcll)all 

168-169 

161 

TluiiKlerSc-alTa'Iinoiogies 

ThuiKictSeal 

172 

115 

ClEI-aitertainmcnt 

'nmelapsc 

211 


Total Entertainment Nehvrirk 

lilix/nid Fj ilertaiianenl’s Diablo 

144-145 

240 

G'rEEnlertainincnt 

Titanic 

147 

• 

TSiklnc. 

■VIOcV'D CITRO.M 

200 

171) 

liiteracfteMaipc 

Fallen Haven 

139 

271 

UBi Soft, Inc. 

P<xl 

i3(H31 

74 

Inlcigrapli Computer Ssstems 

lnterise3D 

73 

40 

UnildGlNBOM 

Mail Order I’roducts 

237 

123 

Inteipla)' Piuductioiis, Iik-. 

Descent to IJmieniKiuntain 

91 

584 

VComimuiicalkins 

System Gxiirnancier 

57 

263 

Interplay' i\()ductk«u, Ine. 

Dragon Dice 

89 

47 

Valiullin Unlimilai liic. 

Thelufemo 

41 

354 

inlaplayi’toduclioivs, liie. 

Fallout 

93 
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/VgileWanior 

113 
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10-11 

91 

liiKis'Nrtsl'.ntertainmenlCxi. 

Star Wars Archives 

195 


WirnrdWiitks Gmuj), Inc. 

Star Gunner 

109 




MARCH 1997 


CC 



LofjijJ jiuriJi: iJoii'i nl'm'ji, h-j'/y iljy yyjjjy: 
yyur Jyykjij for or fjjo y.ipori odvloo you 
jjooi nnnul'd-j io ofjop iljo 

ooiJriaoiJo||jiJ y.ijjorjojjooij ooJoojjyojjJo 
jjj iljo poyillof UoffJplJWr liMJJfJg 

WurhJ'jfiMl DnJyr J'iJrjJJ. 


y R&G GAMES a 

PO BOX 5006 Glondalo Kts. IL 60139 

We Buy & Sell New & Used IBM Games & Hintbooks 
Top Dollar paid for newer games. Check or 10% more for 
credit usuaDy processed in just 1-2 days. Cal (or prices 
before sending games. More games in stock cal for prices, 
•nised Games*" Rebel Asssud 2 CD S22 


rOoeslCD 

$19 ShiversCD 

$26 

11''HotfCD 

$29 Skrk Hunter CO 

$29 

AK640 Longbow CO 

$28 Siont Thunder CD 

$29 

Angd Devoid CD 

$21 Space Quest 6 CD 

$26 

Anvi of Dawn CD 

$21 SpyualtCD 

$27 

Apache CD 

$22 SU 27 Ranker CD 

$29 

Bad Mojo CD 

$32 Star Trek Final Urvty CD 

$22 

Caesar 2 CO 

$29 Stoneker^CD 

$26 

Command&Comiucr CD 

$29 Terra Nova CO 

$22 

Conqueror 1086 CD 

$22 Time Commando CD 

$29 

Crusader no Regret CD 

$32 Toiin Passage CO 

$26 

Crusader No Remorse CD 

$22 UndorAKilrngMoonCD 

$22 

DCD 

$26 US Navy Fighters CD 

$18 

DaggerfalCD 

$33 Warcrall2CD 

$29 

Dark Forces CD 

$28 Witchaven2CD 

$18 

Deadlock CD 

$29 Wing Commander 3 CD 

$19 

Doom 2 CD 

$20 VMng Commander 4 CD 

$29 

EF200QCD 

$24 WtearikyGoldCD 

$26 

Eaithsicgo 2 CD 

$26 X-WngColCD 

$26 

FrtPgSp Football 96 CD 

$22 Zork Nemesis CD 

$27 

Fid Throttle CD 

$22 ••"New Gamas"" 


Fury 3 CD 

$20 Afterlife CO 

$38 

Gi^rid Knight 2 CD 

$29 Civibatlon2CO 

$41 

HexenCD 

$26 Command A Conquer CD 

$39 

The HhraCD 

$19 ComSComRcdAleilCD 

$42 

Hyper3DFinbaICD 

$29 Crusader no Regret CO 

$39 

Need for Speed CD 

$24 Final Doom CD 

$35 

NHL 96 CD 

$25 Mcchwar2McrcenariesCD 

$42 

Pandora's Directive CD 

$32 Time Commando CD 

$39 

Police Quest CD 

$29 Warcr3ll2C0 

$39 


Free UPS Shipping with purchase of $7S or more 
Cal 1-800-525-GAMt Canada 630-980-9995 Fat 630-980-9996 
hll;://tnaniben.acilcom/Ra QAMESAndathtml Ema9 rggamcs@aol.com 
VisrUMC/Oiscovef/Am Express, Cashier Check, Money Order Accepted 
MorvFri 9am-9pm CST Shipping UPS $S, Akbeme ill 
AJ gamaa miiat have otrginal boua. dbbs or CD A manuab (NO COPES) bi good 
con&on. working, Suat^ S virus haa. Any unaccaptoUa games Mil ba rehimad 
at your eipensa SS ups pe> box. Prieas subjacl to cha^a i avalabSty. 


CIRCLE READER SERVICE #112 


DO D0N1 


CALL TO 

SUBSCRIBE TODAY! 


Every month COMPUTER LIFE is 
packed with answers, clear-cut 
information, practical tips and 
how-to's — everything you need 
to wring more power and plea- 
sure from your machine. 


To stay on top of it all you’ve got 
to subscribe to it. 


So call today. It’s a better deal at 
a better price — FREE software, 
too — when you subscribe to 
COMPUTER LIFEI 


FREE BONUS SOFTWARE 
WHEN YOU CALL! 


All you OIQl is call to subscribe. 


MISS THE NEXT 
COMPUTER LIFEI 



CALL 1-800-926-15 


I miss the FREE softw: 



Over 

10,000 

TITLES 
IN STOCK 

daily! 


Free Software 

WITH EVERY PURCHASE!* 

Same Day 


Visit Our HOT Website at 


University of Illinois 
Urbana-Champaign 
March lO-IS, 1997 


Shipping 


M1A2 AERAHS: Ofierotem a crewman's position os driver, 
gunner, or tank commander & figkl in any o! itiese polenlial 
worzones: The Persian Gulf, the Boikans or the Ukraine. 

Air Warrior II; Fly over 25 different vinloge worbirds in over 
1 00 detailed missions sponning WWI, WWil i ihe Koreon eros, 
opeialing under on intuitive Windows based interface. 

Harpoon Classic *97: with new displays, updated & added 

scenarios & a more intuitive opprooch. Harpoon '97 will continue 
to lest your growing expertisel 


Warrior t 
49040 < 

Harpoon < 
54255 < 


Carnage: Dark Hour 

The all new collection 
of levels, cheots, hints 
& toctics for Quake! 
Includes 50 all new 
levels, 0 web server 
directory of online 
games & a list of 
Quake Clan 
sites. 


SOUIIRAP 
Meet Malcolm West, 
who tries to control the 
world inside his head 
as he ventures into the 
dark recesses of his 
mind to defeat the 
internal demons S 
visions wilhin. 


World Explor 


IIALI Wiunil MVIMU UAIUVALA. MIC JiyillJ, 3LJUI.UJ —r 

excitement of the world's most famous iheme pork. Just 
like 0 Irip to the pork, you con't do it oil in one dayl 
Bill NYE Science Guy: a deadly comet threatens the 
earth - only you, Bill Nye & cool science can save the planet, 

Explore Nye lobs to uncover clues. Hurry,..lhe clock is ticking. 

Monday Night Football ABC; Hosted by ai Michaels, 

Fronk Gifford, & Don Dierdorl. All 30 teoms & 1 0 special 


Bill Nye, 
52660 ' 

Football, 
52662 ' 


Microforum 




teams. Over 1500 Nfl stats, stols & mulliplcyer oction. 


55084 


Cave Wars 

by Avalon Hill 
This world is controlled 
by an evil & Iwisled 
race. It is your job to 
lake control & toll over 
the civilizations of your 
enemies one by one. 


Surf & Destroy; The evil genius -Rood O' Dor' has unleashed o Games 

virus thal is trashing the world's most powerful computers. Tronsvect 
into your computer i destroy hundreds of bizarre virus monsters, O 

Battle of the Ironclads; The only bottle strategy game ihol Ironclods 

features a museum quality recreation of the famous Civil Wor 49815 $0 

cbsh between ihe USS Monitor and the CSS Virginio, Banzai Bug ^ ® 

Banzai Bug: You are in control of the most acrobatic flyer ever 5221 7 ^ a m 

created, Bonzai, the most occompllshed aviator in ihe insect ^ O 

world leads numerous missions lo every room of the house. Grolier 


54550 


Magic the Gathering 


Atomic Edition 

by GT Inleroclive 
It's Duke Nukem 
3D, plus ihe oil-new 
Plutonium PAK episcd-3 
with 1 1 new hilorious 
& conlroversiol levels. 


by Microslar 
1000 odd-on levels for 
Duke Nukem 3D, over 
500 Death Match lev- 
els, cheat codes & 
hints. Supports up to 
8 ployets. 


by Acclaim 
An addictive, strategy 
gome filled with explc- 
rollon, wizards & spell 
casting bosed on the 
top selling fonlosy 
cord gome. 


by Enteroc/iVe 
Includes Harbour Town 
Golf links. The Coeur 
d'Alene & a video 
titled "10 Fundamentals 
of the Modern Golf 

son 

54651 Ja 


iiyMDnls 


iWefpiKvLihraiy 


Red Alert 

by Virgin 
In this olteinolive history 
of WWIl, the Nozis neve 
come to power & WWil 
iso bottle between ibe 
Allied & Soviet forces, 


InieraqiveTrip 

by 20lh Ceniu/y Fox 
Experience Verona 
Beach. Features music 
from soundtrock, film 
score, ihe entire motion 
picture screenplay & 


by IBM 

Written to be concurrent 
with school cufricuto & 
designed to be eosily 
understood, it is the ref- 
erence of choice (or stu- 
dents grades 4 - 12. 


5325! 


558)5 


7 Habits Tools Reference 

Feotures ihe dynamic Contains 

Seven Hobits Print sellers "Tl 

Utility which mokes Habits ( 

printing schedules S Effective 

phone lists to any size "Principle ( 
paper-based orgonizer leade 

0 poinless process. "First Thin 

Covey Leadership 


while supplies lost. Shipping (harges i 
•OijeisieicivedQsjatcos9:30pm(C 


Business Hours: Mon-Fri 8am-10pm; Sat 8am-5pm; Sun 12pm-5pm. 
Mail Orders to; 800 United CD ROM Drive, Urbana, IL 61 802 

Contact us! 

CompuServe; 76043,1605 http://www,unitedcdrom.com 

America On-Line: UNITEDCD Fox orders 1-217-337-8531 

Fox bock 1 -2 1 7-352-8 1 23 Int'l orders 1 -2 1 7-337-8532 


56054 


Iso ULTRAP 


CIRCLE READER SERVICE #040 







GAMER 


WE PAY CASH FOR USED GAMES 

To Sell Us Gomes or Moke Inquiries Coll: 

1-800-514-2637 

12-5 Mon-Fri CST 

In Canada, call 605-339-2060 

call for aulliorlzation before shipping or 
FAX list for current quotes to 605-334-8766 ^ 

(include your return address & FAX no.) 

WE SELL USED IBM GAMES 

Call for current title availibility 

1-800-377-8578 

10-9 Mon-Sat, 1 2-5 Sun CST 

Most items shipped same day. $5 Reg./S9 2nd Day Air 
VISA/MaslerCard/Discover/Money Orders/Casfiiers Check 




WE HAVE OVER ZOOOmUSI 




11thHaiir-C0 $25 

TItiGuest-CD 19 

A1Q Tank Killer 2-CD 29 

Aneillle-CO 34 

AH-640 Longbow-CD 34 

Allied Genera1-C0 27 

American Civil War-CO 33 

Anvil ol Dawn-CD 19 

Apache-CD 27 

Ascendancy-CD 19 

ATP-CD 34 

BadMD]o-CD 34 

BaltlegrouadrGllysbrg 27 

Breacn3-CD IS 

Caeaar2-CD 29 

Civ Nal-CO 19 

ClvlllzaUDn2-CD 34 

Ctoie Combal-CD 25 

Commnd & Cnquer-CD 35 

Conqueal New wort 27 

ConquerarA010S5-CD 24 

Crusader No Hmtae-CD 27 

Cyberla 2'CD 35 

Cybermage-CD 27 

DarkForeet-CD 25 

Oeadlock-CD 32 

DeseeolCD 19 

Deseem2-CD 34 

DukeHukem3D-CD 29 

Eatthslega 2-CO 32 

EatlhwotmJIm-CD 24 

EF20aD-CD 28 

Elder Scrolls 2-CD 35 

F22Llghlnlng ll-CD 32 


FadeloBIack-CD $19 
Fantasy General-CD 27 
FIfa Soccer '96-CO 25 

Front Page Footbll '96 25 
Full Thronte-CD 22 
FXFlghlei-CO 16 

Qab^rleUnl^ht 2-CD p 

Heroes of Might AMglc 26 

Hfnl''Baote-Call $4 6^ 
Indy Car Rclng 2-CD 34 
Jagged Mlljince: OdIy 36 

Lords otMIdnIght-CO 10 
Mechwarriot2-CD 29 
Mission Force: ^brSto 34 
Morta^Kombal3-CO 25 

NascarRacIng-CO 29 
NeedtorSpeed-CD 30 
NFL auaitrtck Club 22 
NKL‘96-CD 25 

Pandora Olreclive-CO 34 
Panic in the Patk-CD 15 
PanzerGeneral-CO 19 
Perfect General 2-GD 22 
PGATourGoll '96-CO 27 

Phanlasmagoria-CD 22 
Police Quest 5 Swal-CD 29 
Rebel Assault 2-CD 25 
Rlpper-CD 35 

Robert E.Lee Civil War 29 


ShIvers-CD $26 

IKSS. i! 

Some3.6’avaltable call 

ii£ I 

P. 

ill-27'‘Flanker-C0 29 

Terminator: Fulre Shck 29 

SJoIITd®'’ 25 

Tie FgMer Coll Ed.-CD 32 
TlmeCommando-CD 28 

Tony^ijnuM^BB3-CD J6 

5 SH” 'i 

virtual Pool-CD 22 

Warcratt2-CD 33 

WlngCommnder3-CD 19 
WlngCommnder4-CO 32 
Wooden Ships, Im Men 30 
X-Com 2: Trror ol Deep 25 

Zork Nemesis CD 35 

CALL FOR MORE TITUS 
CURRENTLY mSTOCKI 


1 008 W. 41 St Street • Sioux Fells • South Dobto *57105 


CIRCLE READER SERVICE 1193 



AnultefDowu'^aialterTQuoief- ^ 

Atr ■ 

toBle'Cruiser / WT.#; 

BeoVis St fiulnEBB 

$37.95^|pwrfP 

$24.’95^v^ientiljeel 

y ■; V ^$1 

Co'mttnnd fi 
iPemllotk 


Latex J 
Netirotique^ 
Nightwatdi III 


IJD.T3 tI Ml 

126.95 , J;meWora 


Oystal Font'a$ies 


CIRCLE READER SERVICE S245 





CHIPS & BITS INC 800-699-4263 

■■■Wl pnR7!liinPPTinRR!t RnnUF.CTFR 1 


Source 

10863 


Shop our Online Catalog at www.cdmag.com/chlps.html 


POB 234 DEPT 10863 ROCHESTER, VT 05767 
INT’L 802-767-3033 FAX 802-767-3382 

Orders/Questions: cbisalBS@sover.net Customer Service: cbiserv@sover.net 



SOFTWARE 

CLEARANCE! 



DAWN PATROL 

Immerse yourself in the age of aerial combat, when pilot 
skill and intuitive aerial tactics meant the difference 
between victory and defeat Climb into the cockpit and 
transport yourself back to the time when the death defy- 
ing Aces were masters of the skies. S12 


STAR TREK-JUDGEMENT RITES 

Captain’s log stardate 6238.4. You have no doubt that 
you are being watched. By whom or what is not deter- 
mined. How can your sensors suddenly report life forms 
on a dead planet? Beam down to mysterious worlds 
and encounter strange adversaries that are not bgic^. $14 


RATTLES DF DESTINY 

Cwiquer toe world. Se^ out and destroy up to three 
opponents in this state-of-the-art global conquest simu- 
lation. Unleash you awesome power against the com- 
puter or other players. It’s arr^ to play but only a tare 
master will reign. $12 


Insane Closeout Reductions! 


IBM ACTION H IBM ARCADE H IE BACK ISSUES H IBM SIMULATION H IBM SPORTS H IBM TRADITIONAL 


Backlash) S10 

Caplair Ouazar W95 $19 

Caslle Woll30UD2 $6 

CyberMags St5 

Duka Zona! $19 

FaboioBlack $15 

Magic Carpal Gold $15 

Oporalion Carnage $10 

Quake Shareware S10 

Specire VR S3 

TekWar $18 

Terra Nova $20 

Total Ruin II $10 


IBM ADVENTURE 


7thGsl2:11lhHourDemQ $4 
Alone in the Dark $12 

Biolorge $15 

Blacklhome $12 

Chaos Continuum $9 

Entombed $16 

Fortrss Dr Radiaki $9 

Fou^lay $9 

Gabriel Knight 1 $14 

Gateway 2 Homoworld $19 

Inca 2 $16 

KQ7:Pnnceles8 Bride $19 

Knights XentNRISUG $7 

Lost FiS Shrik HIms $15 

Morph Man $9 

Nerves of Sieel S16 

Noclropolis $15 

Nomad $16 

Primotlals $19 

Prophecy $16 

Psychotron $17 

Realms oi Chaos S19 

Rolonlless $15 

Relurn cl the Phantom $16 

Res Nebular S12 

Riddle Master Lu $19 

Savage Warriors $10 

Simon the Sorcerer $16 

Spellcasling 101 $9 

Star Trek 25th Anniv $12 

Star Trek Judgment Rts $14 

Starship $19 

Swap $6 

Under Killing Moon $19 

Wolf Hunt Be Hunted $12 


IBM ARCADE 


5th Dimension $14 

Airborne Ranger $3 

Astro Rock $19 

Beavs Btihd LttIThgs $19 

Bvs S Bithd cilg Drks $19 

Bv 5& Btihd Wnr Takes $19 

Crespers $9 

DnjgWars $16 

Gear Heads S19 

Gorg $9 

HeiiCops $19 

L’ Lode Runner S14 

S Metal SUcaNRiSUG $5 


Microcosm $9 

Never Mind $6 

Rotox $6 

Royal Flush Pinbll $19 

SinkorSwim $16 

Sleepwalker $9 

Thesder2W9S $19 

Total Pinball 3D $19 

Vasine $6 

Wild Sireeis $6 

Zoop $19 


IBM BUNDLES 


20 Wargame Classics $20 

Ecsiatica Bundle $19 

Fiv6FiTenPkl.2ea $19 

Jet Pack $19 

Mights MagicTrilogy $19 

Mystery Collection $19 

Pinball Gold Pak $19 

Pnzr Gen StnGd Bndl $19 

Populous 2/Pwrmongr $15 

PowerHils Baltitch $16 

Prince Persia Collect $19 

Slar Control Collctn $19 

Take Ten $19 

TopSOGames $16 

Treasures Pack $15 

Turning Point $19 


IBM EDUCATIONAL 


Amazing Learn Games $12 

Dinosolt Typing Tutor $9 

Dyno-Ouesi $9 

EagerToLearn $12 

EcoOuesl $9 

Groat Math Adventure $16 

Mario's Fundamentals $12 

Quarky Ouaysoo Turbo $9 

Sierra SchlHseEnglsh $12 

Sierra SchIHse Math $12 

Sierra SchIHse Science $12 

SuperSolv Outnumbered $9 

Toonworks $9 

Universe Virgil Reality $14 

Word Attack Plus Span $9 


IBM HARDWARE 


EZ Sound $6 

LablecCSiSOSpkrs $9 

PC Symphony $19 

Power Ramp Game Pad $12 
Sound Source S3 


IE BACK ISSUES 


I.E. Episode 2 
I.E. Episode 3 
I.E. Episode 4 
I.E. Episodes 
I.E. Episode 6 
I.E. Episode 7 
I.E. Episode 8 
I.E. Episodes 


I.E. Episode 10 $9 

I.E. Episode 11 $9 

I.E. Episodo 12 $9 

I.E. Episode 13 $9 

I.E. Episode 14 $9 

I.E. Episodo 15 $9 

I.E. Episode 16 $9 

I.E! Episodo 17 $9 

I.E. Episode 18 $9 

I.E. Episode 19 $9 

I.E. Episode 20 $9 

I.E. Episode 21 $9 

I.E. Episode 22 $9 


IBM REFERENCE 


Beer Hunlar Field Guide $19 

ESPN Inter Soccer $19 

Everywhere USA Gde S6 

Flying Warbirds $19 

Getting Into College $12 

Let’s Draw Caiicalure $12 

NFL Yearbook $12 

Personal Trainer SAT $9 

World Atlas $6 


IBM ROLEPLAYING 


Alien Legacy $19 

Champions ol Krynn $16 

Curse of Azure Bonds $16 

CyberJudas $12 

Dark Queen ol Krynn Si9 

Dark Sun 2 $19 

Dark Sun Online W95 $15 

Death Keep W9S S16 

Death Knights Krynn $15 

Discipiosol Steel $12 

Dragon Lora $19 

KnIghtsXeniNRieUG SS 

MegaTravollerZhodani $9 

MighiSMagicS $15 

Pools ol Darkness $19 

Ravnill 2 Sin Prop $19 

Shadow Sorcotor $9 

Slar Trek TNG; A Final Unity S3 
Tales Magic Prop Shad $9 

Thundetscape $19 

Ultima 7 Series $15 

Ultima 8 Pagan $15 

Ulllma Underworld 2 $9 

Ulllma Undrwid 182 $15 

Unlimited Adventures $19 


IBM SIMULATION 


Aces oMhe Doop $14 

AIrCmbI Paefio 1942 $16 

AlrWarrior $19 

AIrpower $19 

Assigrrment Miami $9 

CybeiRaco $8 

□awn Patrol $12 

Delta V $9 

Evasive Action $12 

Falcon 3 SD1 FghlTgr $12 

FalCOn3SD2Mig29 $9 


Falcon 3.0 $16 

Fighter Wing $19 

Flight Sim ToolKil $16 

Flight Unlimited $19 

Fly the Grand Canyon $9 

Great NavBatt Scene $9 

Great Naval Battles 3 $19 

GreyWolf $19 

Gunshlp $9 

Hi Octane $15 

Indy Car Racing $14 

LawnMowerMan $19 

Lighispeed $9 

Maximum Overkill MD2 $9 

Mechwarrior 2 NetMech $15 

MeialTechtES Speech $19 

Precision Approach $9 

Privateer $15 

Real Weather Pilot $9 

Red Baron/AIOTnk Kir $14 

Renegade $10 

Sea Wall $15 

Seal Team SlS 

Silent Hunter Palrl 1-2 ea $15 

Slar Crusader MD $16 

Slrike Commander $1 5 

Tank $14 

Tank Commander Not $19 

Ullrabots $12 

Wing Comm 2 Deluxe $15 

Wing Comm Academy $15 

Wipe Out $19 

WollPack $15 

WorldCircuil $16 


IBM SPORTS 


APBA Sideline Sports $19 

Avalanche Intractive $9 

Blood Bowl $19 

ESPN Sports Shorts $9 

Hardball a Play Disk $6 

Inteinati Sports Chal $6 

Jack Nfoklaus S3 

Jack NicKlaus CllpArl S3 

Jack NIcklaus SE C1-2ea S3 

Jack NIcklaus Tour Col $19 

Jordan in Flight $13 

Links Pro 11 Devils Island $19 

Links Pro 13 Troon North $19 

Links Pro IS Pelcn Hill $19 

Links Pro 16 Val Halle $19 

Links Pro 386 $19 

LiveAclionFB $9 

Microleage Personal Coil $9 

NFL Coaches Club $9 

NFL Video Football $9 

NHL Power Play 96 W9S $19 

PGATour96Sawgras5 $19 

PGA Tour 96 Spnsh Bay $19 

PGA Tour 96 Wentworth $19 

PGA Tour Golf Gold $19 

PowerHils Sports $6 

Pro FooUiall Analyst $6 

Serious Soccer $9 

Sideline Spoils S9 


Sport Accolade Grt 2 $9 

Sporting Triangle $3 

Tie Break Tennis $6 

Tom Landry FB $9 

Tony LaRsa BB2 TD 93 $3 

Tony LaRussa BB S3 

Unnocess Roughnss 95 $12 

Unnecessary Roughness $9 

World Hockey 95 $12 


IBM SCREEN SAVERS 


ScreenToyz Latrina S9 

SeroenToyi Stitch $9 

ScreenToyz TNT Tad $9 


IBM STRATEGY 


Battles ol Destiny $12 

Civilization $19 

Command HQ $16 

Conquer $9 

Conquered King SDl $9 

Conquered Kingdoms $19 

Detroit SIS 

Empire Olx Mstr Ed $19 

Empire DIx Scenario 1 $6 

Grandest Fleet $14 

Jagged Alliance $19 

Jutland $19 

Koshan Conspiracy $9 

Mechiavelll the Prince $19 

MasterofOrlon $19 

Perfect General $12 

Pirates Cold $19 

Rules of Engagement S12 

SabroTeam $12 

Serf City $10 

SimCity 2000 SOI $12 

Slar Legions $9 

Syndicate Plus $15 

Theme Park S15 

Unnatural Selection $19 

Watcratt2Maps $19 

Warlords $9 

Warlords 2 $19 

X-Com UFO Defense $19 


IBM TRADITIONAL 


3D It $6 

Arcade Aclion Kii $12 

Bridge Olympiad $16 

CD Homix 2 Prime $6 

Casino Gambler KII $9 

Chessmastr Online W95 SIS 
Dinosaur W9S $19 

Dr Thorp's Mini BIkJk $6 

Elements $9 

GamoPack 2 $9 

MIrtd Grind $12 

On Target $6 

Origamo $14 

Paparazzi $19 

Pool Master St2 

Power Poker $15 

Prol Zany Giveaways S€ 


Prof Zanys Jokes $6 

Puzzle Gallery 1 $6 

Puzzis of Tribyte W95 $19 

Pysl $15 

SNL 20th Anniversary $9 

Solitaires Journey $16 

TV Guide Crossword $12 

Take Your Best ShotCD $14 

Ultima Trivia $16 

Ultimate Famity Games Si9 

Unicom W95 $19 

Universal Neverlock $19 

Vegas Games 95 W9S $19 

Video Game Solut 2 $9 

Virl Reality Studio 2 SS 

Virtual Snooker $19 

Virtual Vegas $13 

You Don't Jck Qst Pek $20 


IBM WARGAMES 


Aegis $19 

Banzai $9 

Balt Napoleon SD6 $9 

Charge light Brigade $16 

CincPac Midway $19 

DDay Begin ol End $15 

Defend Ihe Alamo $19 

Fifth Eskadra $19 

Fifth Fit Seen Mod 1 $19 

Fleet Med $19 

Flight Cmmd 2 MB $19 

Gry Grgsby's Wr Rssia $10 

Harpoon 2 $19 

Harpoon Classic $19 

Harpoon DS 2 $6 

HIgn Command $19 

Line in the Sand S9 

Pactlic Storm Solomon $19 

Panthers Shadows Cmp 1 $15 

Panthers Shadows Cmp 2 $15 

Panthers Shadows Cmp 3 $15 

Panthers Shadows Cmp 4 $15 

Panthers Shadows Cmp S $15 

Panthers Shadows Cmp 6 $15 

Panthers Shadows Cmp 7 $15 


PanzerGeneral $19 

Panzer General Online $15 

Rebel Chrg Chicamagua $15 

Red Sky Morning $19 

Rommel at El Alamein $10 

Steel Panthers Cmpgn $15 

Task Force 1942 $9 

Tigers Prowl Cmp 1-2 ea $15 

Tigers on Prowl $15 

Tigers on Prowl Map $15 

Typhoon ol Sieel $15 

UMS 2 Plane! Editor $4 

V Victory Market Grdn $15 

V Victory Utah Boh $12 

V Victory VelkLki $12 

Wargame CS2 SDl $15 

Wargame CS2S012 $15 

Wargame CS2SD13 $15 

Wargame CS2SD14 $15 

Wargame CS2 SD2 $15 

Wargame CS2 SD4 $15 


Visa. MC anO Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, olle 
orders may require additional shipping and handling charges. Defectives replaced with same pioduct. All sales final. Call lor details. 
Shipping and handling charges calculated on a per ordei, per shipment, and per item basis. The 'per order' charge is charged once per 
charged Once lor each item ordered and Ihe 'per shipment' charge charged once lor each shipment tve make to you. 

subject to change at any lim 

rder placed and the 'per item 

Haidwaie 

-Charge is 

standard Pnpnty 

US. Man US. Mat 

LIflCizs iJCiiS 

St 00 S2 00 $2.00 

St 25 St Od $3.00 

$0 75 Sinn St 00 

O.-er Hail To Ma.iTo 

N.oM Canada TneWono 

IDlr iiCw ZilCJji 

52.00 52.00 52 00 

57.00 52.00 52 00 

Each United States order will include a B-month subsenotjon to ComoulerliamesSirafsav P/us Magazine, lot which $6.00 ol the order c 

St will be allocated, to beam i 

Ih me Match 1997 isst 

or later issues depenamo upon av 

liable maoazineduaniiiies 


CIRCLE READER SERVICE #221 





















Role Playing Games 

CHIPS & BITS INC. I 


800 - 699-4263 


Source 
10853 

POB 234 Dept 10853 Rochester, VT 05767 
Fax 802-767-3382 Int’l 802-767-3033 

Orders/Queslions: cblsales@sover.nel Cuslomer Service; cbiserv@sover.net 



FANTASY RPG ■ FANTASY RPG ■ FANTASY RPG ■ HORROR R 


AOSD 2N0 EDITION RUUS 
ADSDCorgRulKCD S54 

Comiui & Tactics S17 

DUGciCe $16 

Monstrous Manual $20 

Playois Handbook $20 

Skills & Powers $17 

Spells & Magic $I9 

AD&D ACCESSORIES 
Cttronomancer $11 

Complala Spacotarcr 110 

Don ol Thieves $14 

Encyclopedia Magica $20 

Playar Packs EA $16 

Sages & Specialists $17 

SeaDevils $17 

Shaman $11 

Ward Spell Comp 1 $2i 

World Builders Guide $17 

AO&D ADVENTURES 
Dragon Mnin DlxAdv S2S 

EyetoEye $11 

FourliomConnyr $17 

Gales Fiieslorm Peak $17 

Rod ol Seven Parts $27 

ADiD AL-QADIM 
Arabian Adventuios $1S 

City ol Delights $19 

Corsairs ol Great Sea $15 

Secrets ol the Lamp $15 

Sha'lrs Handbook $15 

ADSD BIRTHRIGHT 
Domain Sourcebooks EA $7 
Book ol Magecrafl $17 

Havens Great Bay $17 

Legends HeroKlngs $17 

^ Naval Battle Syst $10 


AD&D DARK SUN 
Oslilers S Preservers S14 
Forest Maker S13 

Marauders Nipenay St3 
Mind Lords Last Sea $17 
Psionic Artilacls $17 
Thrl-kreenolAWas $13 
Windridrs Jagged Clifts $13 
AD&D FORGOTTEN RLMS 
City of Splendors S20 
Elminster Ecology $20 
Faiths & Avatars SIS 
Heroes Lorebook $17 
Nstherll Empire Magic $25 
Night Below Ompgn S25 
Seven Sisters $13 

Spellbound in Realms S2t 
The North S21 

Undermtn Trilogy 3 $6 

Vilhon Reach $14 

Volo Guide Dalelands $13 
AO&D PLANESCAPE 
Campaign Selling $25 
Guide Astral Plane $13 
Hellhound $21 

tn the Abyss $9 

Planewalker s Handbk $17 
Something Wild $11 
AD4D RAVENLOFT 
Awakening SS 

Childrn ol Night $13 
Dark ol Moon S8 

Death Ascendant $11 
Death Unchained $11 
Forged ol Darkness $11 
RavenloftCmpgnSei $25 
Requiem: Grtm Harvest $25 


ARS MAGICA 

Adventure Value Pack $16 
Ars Magica 4th Ed $20 


Transparent Set $5 

Twinkle Set $6 

DRAGONLANCE FIFTH AGE 
DragonlanceSlhAge $21 


ol Sleel 


$15 


CALL OF CTHULHU 
CallOlCIhuIhu $18 

CltidlhuUvB $15 

Encyclopedia Cthulhiana $10 
The Golden Dawn $13 

CHANGELING 

Cnangeling $21 

Changeling Screen $15 

Kilhboolc Trolls $11 

Player'sGuide Si9 

CHILL 

AccessoryPack $12 


Chill 


$19 


$17 


Last Tower Raislim 
EARTHDAWN 

Earthdawn $25 

Earthdawn Companion $15 

Gamemasicrs Pack $11 

Infected $9 

Magic $15 

Prelude to War $13 

PENDRAGON 

Land ol Giants S1ES 

Pagan Shores $14 

Pendragon 4th Ed. $19 

WARHAMMER FANTASY 
EneniyWiIhinS $13 

Realms ol Sorcery $15 

Warhammer Fantasy $19 


Companion $15 

MAGE 

BookolShadows $15 

Mage 2nd Ed. $21 

Mage Tarot Deck S2i 

VAMPIRE 

Book ol Nod $8 

Chicago Chronicles 3 $17 


$9 


The Dark Ages $24 

Vampire 2nd Ed. $24 

Vampire Player Guide Sl9 
WEREWOLF 

AiusMunOi $15 

Bastel $15 

FreaVLegions $12 

Players Guido $15 

Wetewoll $24 

WORLD OF DARKNESS 
Combat $13 

Gypsies $13 

Midnight Circus Sl3 

Mummy 


$13 



MACROSS 2 

Macros$2 S11 

Sourcebook 1 S9 

Spacecraft Decks $9 

MECHWARRIOR 
Living Legends $10 

Mechwarrior $13 

MechwarriorCompanionSIS 
RIFTS 

Conversion Book 2 $17 

Rftts Hardbound $26 

Sourcebooks $11 

World Book 13 $14 

ROEOTECH 

Invib Invasion $11 

Mecha South Cross S7 

Robolech $11 

2enlaedi S7 

SHADOWRUN 
Awakenings S13 

Companion S13 

Shadowrun 2na Ed. $20 

Threats $15 


SIS 



A I.Cily 
Armilage 
Moldtver 


$12 


$15 


Mini Battles Start Set $28 
rs Revised $25 
TRAVELLER 

Aliens Archives $18 
Central Supply Catalog $18 
FirslSurvey $18 

Milieu 0; Third Imprium $18 
Starships $18 

Traveller $22 


COMEDY 
Abashiri Family 
Battle Skipper 


Hers is Greenwood $22 


OhMyGoddess $12 

PtojeclA-ko $16 

FANTASY 

3*3 Eyes Petlct CollctnSi$ 
Babel 2 Perl Collcin $16 
Girl From Phanlasla $25 




$16 


Lodoss War Gift Box $75 
MegamI Paradise $25 
Princess Mine 


SCI-FI 

8 Man Afir F^rlo Collctn $16 
AD Police $16 


$21 


Blue Side $16 
Project A-ko Grey Side $16 
/ENTURE 


SubbIgum Crisis $16 

Casshan Perfect Collctn $16 

Dominion Tnk Police $16 

Evangellon $21 

Ghost In the Shell $16 


Giant Ri 


$16 


$24 


fS 


Discover accepied. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COO 88. Price, availability, ol 
orders may require additional shipomg and handling charges. Detectives replaced with same product. All sales Imai. Call lor details. 
Snipping and handliirg charges calculated on a per order, per shipment, and pet item basis. The 'per order' charge ts charged once p 
once lor each item ordered and the 'per shipment' charge is charged once lor each shipment we make to you. 


e. Hardware 


Each Unileo Stales order will include a S-monlh subscription to Computer Games SUaleey Plus Magazine, lor which S6.00 ol the or 


St will be alloealed. lo begin wilh me February 1997 


S0.75 SI 00 





























Board Games 

CHIPS & BITS INC. 


800-699-4263 S 

POB 234 Dept 10854 Rochester, VT 05767 
Fax 802-767-3382 Int’l 802-767-3033 

Orders/Quesllons; eblsales@sover.nGt Customer Service; cbiserv@sover.net 


‘1830 THE GAME 
OF RAILROADS 
AND ROBBER 
BARONS' 

Recreate the 
development ot 
the railroail sys- 
tem. Btiild on 
empire, managing 
your company for 
the long term or 
loot companies 
(or maximum 
quick prois. $20 


BOARD GAMES 


BOARD GAMES 


BOARD GAMES 


BOARD GAMES 


BOARD GAMES 


BOARD GAMES 


BOARD GAMES 


BOARD GAMES 


Visit our NEW 
Online Catalog! 

www.cdmag.com/chips.html 


Visa. MC and Discover acceoled. Checks held 4 weeks. MONEY ORDERS UNDER S200 S/SME AS CASH. COD S8. Price, availaMi 
orders may reduire addihonal shipping and handling charges. Defectives replaced with same product. All sales final. Call for detail 
Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order" charge is charged on 
charged once tor each item ordered and the "per shipment" charge is charged once for each shipment wr 


Ih subscription to Computer Games SUateu^ Plus Magazine 


DCAnco ccDirirr ifoce 





















Pardon me> is this 


Diabolical 
Carnivores 
of Free Time’^' 


BATTLEGROUND 6 

TalonSoft’s award winning Battleground® series returns to the era 
of Napoleon and the titanic clash with General Kutuzov and his 
glorious Russian Army of the Czar at Borodino, September 7, 1812. 
Can you push the Old Guard forward and march on Moscow? 

www.talonsoft.com Orders only 1-800-211-6504 

© Copyright 1995,1996,1997 TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 (410) 933-9191 
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HCULili 


This ain't the 
Lorehoatl 


Experience all the grandeur and pageantry 
of the Tall Ships era...then blow ‘em out 
of the water with a good stem rake! 


Pit your captain skills against a salty computer 
opponent, or take on your best friends in 
Head to Head play via a modem. 
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With NRI training in Computer Programming, you can... 



Name Your 
Price!* 

O f you think computer progriunming is hot today, just 
look at the forecast for tomorrow — and for many 
years to come! The Bureau of Labor Statistics 
estimates that by 2005, computer-related 
employment will jump by an estimated 60% 
nationwide for trained programmers — with as 
many as 400,000 NEW jobs opening up! 

Now, with NRI 
training, you can get the 
in-demand skills you need 
to build a top-paying 
career — or business of 
your own — in this high- 
growth, high-opportunity 
field! 


*Those with up-to-thc-miiuite 
skills can almost name 
their price. 

— The Poit, June 4, 1996 


In as little as a year, you can become the 
highly skilled computer programmer today's 
companies seek — and see your NRI training 
literally pay off! In fact, according to the 
Washington Post, annua! starting salaries 
range from 532,000 all the way up to 
$47,000 in some cities for those with 
expertise in today's hottest programming 
languages! 


with a 133 MHz Pentium® processor-based multimedia PC, featuring.., 

■ 8 meg RAM ■ 1 gigabyte hard drive ■ Super VGA color monitor ■ 8X CD-ROM drive with 
soundcard ■ 28,800 hand fax/modem ■ Visual Basic ■ Power C ■ Windows 95 

■ Netscape Navigator'“ Web browser ■ And more! 


Noiv, with NRTs ucu' PC Options Plan, yon am keep up with hite-lmikin^ advances in teclinok{\'y hy 
iip^radhi^ your computer system at special student rates. You’ll yet all the'' details shortly before yonr 
computer is scheduled for shipment. It’s NRI's state-of-the-arl ynarantee! 


Learn to tap the power of the Internet Send today for your FREE catalog 


Master today's hottest languages! 

NRI's step-by-step lessons and hands-on 
programming projects help you first master 
the design concepts used every day by 
successful PC programmers. Then, with the 
support of your experienced NRI instructor, 
you quickly move on to learn how to 
design, code, run, debug, and document 
programs in three of today's hottest 
languages — BASIC, C, and Visual Basic — 
plus you learn to generate fully 
functioning Windows 95 programs. 

And you do it all using the powerful 
Pentium - computer system included 
in vour course. 


Now your course includes bonus training in 
PC Communications and the Internet. Using 
the Netscape Navigator™ Web browser we 
provide, you can effortlessly move from one 
site to another as you explore the vast re- 
sources of the Internet and World Wide Web. 


If the coupon is missing, write to us at the 
NRI .School of Programming, 4401 Connecti- 
cut Ave., NW Washington, DC 20008, Or... 

CALL 1-800-321-4634, Ext. 2322 

Vtiii iiiiiy even contact ns througli our World Wide 
Web Home Page at: litfp://w\vw.iiilK'ec.coiii 


To make it even easier to 
progress through your course, NRI's 
24-hour TeleGrading line allows you 
to get instant feedback on your lesson 
exams, and our new OnLine 
Connection lets you send e-mail 
messages to your instructor, 
download supplemental information, 
and more! 


Virincknvs ; 


SEND TODAY FOR FREE NRI CATALOG! 


Schools 4401 Connecticut Avenue, NW, Washington, DC 20008 

Check one FREE career catalog only 



ij COMI’UTERPROCRAMMING 

J Mastering Microsoft Office 


J Networking with Windows NT 

J Webmaster 


J Visual Programming in C-f+ 

■RirHiwiiimra™ 

Microcomputer Servicing 

rj New! .AAS in .Accounting 
“ New! AAS Degree in 


Desktop I’ublisliing with PageMaker 


□ Bookkeeping and Accounting 

' ■' Business Management 




Name 

(please pnni) Age 

Address 


Cliy/Suie/Xi|i 

S22 


m ofniL'Mcdivu'-IinUMtipiimcs 


Accrediled Member, Distance lldutallon and Training Coiiiici! 






ADULTS ONLY 


ORDER 

NOW! 


800 - 273-7910 


Check out our HOT online catalog! www.cdmag.com/adultsonly.html 


P0B0X14 DEPT 10852 HANCOCK, VT 05748 INT’L 802-767-3033 FAX 802-767-3382 SOURCE 10852 



3D worU. user con- 
tit&ibie “weal 
l3tDi;“ and fast erotic 
aicade^ adion v#i multiple posilioris that 
command. You are in fuB conbol ol Veto's nwOTent 
S42 

'PEEPSH0W2:'fflE 
GIRLIE GAME' 

Explore our 

^ cyberdelio, where is 
QQO ^ Rom Antics 

uOfc style, almost any- 

thing you dick on 
has 3 sexy little Inter- 
active surprise! With 
lots of rooms, nooks 
and dannies fM vnlh girls, giris, GIRLS eveiywhere. 
With rich luscious graphics, the best digital video 

around. Bits is a must for your collection, $32 


'DIVA XiREBECCA' 

After dropping off 
your friend at the air- 
port, you chance 
upon a lost beauty 
who queries for your 
assistance, “Do you 
know how to get to 



WAX' 


the 


valon 



$38 

AgencyT', She asks In a se>y French accent. Being the 
gentleman you are, you kindly offer her a lide to her 
destination. Her eyes engage in silent conversation 
withyouis. From there - the adventure beginsi CD $38 


'ALL NIGHT 
LONG' Over a 
thousand ail origi- 
nal never before 
published images. 
All full screen, all 
full color, all dif- 
ferent images. 
Beautifu! women 
and couples engaging in explicit sex captured 
on the sets of over 50 adult motion pictures. 
Viewer with thumbnail menu & slide show fea- 
ture! CD $12 

'FUZZ BUZZERS' 
Meet head on. 
the ultimate 
challenge of 
your memory 
skills, as you 
advance from 
one level to 
another using 
all the skill you can muster. Every 
encounter bringing you a little closer 
to your ultimate goal. CD $39 

VIRTUAL SEX 

4 Iniagine being 
^ transported to 
^ ^ a mysterious 

island and 
having nearly 
Infinite possi- 
bilities as you 
create your own visual fantasy by con- 
trolling cameras that are capturing 
every intense moment of highly 
charged erotic sex. CO $44 



INTERACTIVE 

2069 Oriental Ses OV/sS50 
Alleycals S39 

Asians in Wondefland $46 

AssTrolds $40 

Busier Cfierry $45 

Butlmns Dufi Bull Bt)es$4S 
Casting Couch $39 

Circus $29 

Club Caienna $16 

Come Play Wrlh Me $36 

Crystal Fantasy $25 

Cyber Phoiograoher $29 

CyberSlrip Poker $36 

CybeiXpertence $49 

OtvaXAriana $38 

Diva X Rebecca $36 

Ootl House $39 

Dream Machine 2 $49 

Dream Machine $36 

Duke Screw'em $45 

Eros 3 $24 

$29 
$39 

Fantasy Alter Dark $35 

Fun House S39 

Qlrtfrrend Donna $49 

Heidi's House S36 

Interact Seymore SI 2 $49 
Interact Seyitioie Buts $39 
Intimate Possblls S39 
daoan Interactive S44 
Latex $44 

Luscious Lady Lingerie $24 
Lust Connection $39 

Mystik Mistress $36 

Ncurodancer $30 

Nightwalch Ini 2 $39 

NIghtwatchIntS $46 

Oriental Eesi Exposed $39 

Outpost 69 $40 

Pandora’s Poker Palace $35 
Passion Poker $29 

Penetration $19 

Penthouse lA 6 $52 

Penthouse Inloractlve $32 

Pleasure Zones $33 

Porn Mania S29 

Porno Poker $32 

Potniris $24 

Private Investigator $49 

Private Pisr Park 2 $49 

Private Prison $44 

Rodney Rubber Show $39 

Samurai Pervert 2 $64 

Scissors N Stones $19 

Sex TV 2 $25 

Sex Will) vena $49 

SexJhc Game $49 

ShockiThe Game $49 

Space Sirens 2 $29 

Strip Fighter $40 

Strip Poker Pro 2 $29 

Strip Tease $24 

Texas Table Dance $24 

Time Warp $45 

Ultra Slots S28 

Ultra Vixen $49 

Vampire s Kiss $36 

Venus Playhouse $35 

Virti Las Vegas Nile 2 $25 

Virtual Director $39 

Virtual Golden Eye $44 

Virtual Sax 2 $39 

Virtual Sex Shoot $44 


Virtual Victor 
Virtual Vrxens 
Virtually Vours 2 


MOTiON 

101 Orient Dells 2 $19 

191 Sex Positions $24 

Adult Superslars $26 

Adventure Kid $22 

Amateur Models 4 S2B 

AnalAsian2 $19 

Animation Tempirss S2B 

Asian Paradise S39 

Asian Silk $16 

Bacchus Six Pack $45 

6aoGli1s2 $12 

Bangkok Nrghts $24 

Bedlam $16 

Best ol Vivid $24 

Big Bust Babes $28 

Black Book $34 

Black Foxes S28 

Black Nurses 


STILLS 


Heidi' 


$15 

$16 


GAY 


Bonnie and Clyde $16 

Borderline $19 

Casting Call 2 $36 

Cenlertolds CvrGirts $24 

Chasey Saves World 529 

Christy In the Wild $14 

College Girls 2 $24 

Cyberotica 2 $25 

Deep Thrt Gris 4Pk $52 

Demon School Cone) $20 

Desert Passion $25 

DiityDebulniePk $44 

Diny Western 2 S25 

Endangered S19 

Etupllan $5 

Femme Fatale $23 

From Asia Wilti Love $15 

Geisha's Secrets $16 

Girle Doin' Girls 2 $26 

Group Therapy 


Bacchus Six Pack 
Bike Bang 
Boyiriends 


Beys N( 




$16 


inOslunseotSavanali S16 

Insatiable $24 

dads Palace SI9 

La Blue Girl 4 $22 

La Blue Grt Sent Svr $25 

MadeInJapan $16 

Menage A Trols $26 

Myslique Orient 2 $24 

New Machine 6 Pk 2 $44 

Nova Collecllon 4 S19 

Oriental X-Press $22 

Pheonix $16 

Play Mistras Ir Me $24 

Private Coilecllon $48 

RacquellelnWild $24 

Romsott Six Pack $32 

Rom5ollSlxPK2 $32 

Sexy Six Pack $35 

Seymore Six Pack S39 

Seymr Gts Gusbn Oul $18 

Southern Beauties 2 S32 

Shipper Nurses $25 

Superslars ol Pom $24 

Superstr Japan Parn2 $39 

Sushi Bar Cids $29 

Sushi to Go S19 

Svredisli Erotica $15 

Taming of Savannah $16 

Tokyo Nighilile $48 

Tokyo Nymphs $14 

Ultimate Tokyo $29 

Ultra Sex 1 S19 

Urolsukido|i Pit Col $48 

Virgins 3 $39 

Woman to Woman $26 


Boys ol Paris $17 

David $20 

Home Boys 2 $24 

Man s Touch $32 

Manhunt $18 

Manpower $24 

Men In Mofion $32 

ANiME VHS 

Adventure Kid $24 

Angel ol Darkness 524 

Countdown Continued $25 

DarkWarrior $25 

OeiTion Beast Invasion $24 

Dragon Knight $28 

Orpgon Pink $24 

Elven Bnde $24 

End Of Summer $24 

F3 $24 

First Loves $24 

Guy: Awaknlng Devil $24 

La Blue Girl $24 

U Blue Grt Gift Bx $98 

Magical Twilight $24 

New Angel $24 

Twin Dolls $27 

Uroisukidoii 3: Bundle $85 

Wealhr Report Girl $20 

ADULT VHS 


St5 


BOO Fantasy Line 

Alice in Pomotand $26 

Casting Couch $15 

E-Thiee Extra Testicle $15 

F...andLolsollt $15 

Rrst Time Lesbians $15 

Forbidden Ways $12 

Girls Together $15 

Hamlet $29 

Hanky Panky $15 

Innocence Lost $15 

Lesbian Nymphos St5 

Max the Naughty Dog $22 

My First Time SIS 

New Babysitter $15 

Panty Raxl 
Party Girl 
Pink Lagoon 
Sex Symbol 
Sax in Pubic Pices 
Virgin Dreams 


$12 

SIS 


$15 


Buy 2 Adult Titles From the List Below and 
get the One of Equal or Lesser Value FREE! 

Amateur Photo Gallery, Crystal Fantasies, Tabloid 
Beauties, Phone Sex, Net Erotique, Swingers Worldwide, 
Taste of Erotica Sampler, Glamor Girls & Eruption. 

Request must be made at time of purchase. Quantities limited. Offer subject 
to change or cancellation at any time. Effective Feb 15 • March 30 1997, 



'DREAM MACHINE 
2' As a lone hacker, 
mankind is countino 
on you to destroy the 
government 
deployed NetVirus 
which has taken over 
the dream machine, 
where people Mili 
their sexual desires. 
Your reward - the 
hottest sex man can 
experienffi. CO $49 
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from the bedroom to 
Uncover the fastest girls 
breaking interactive CO 
come true. 





‘ROMSOFT 6 PACK’ Double Down, Doors cd fission 
2, Sensuous Gifts in 3D. Massive Meions, Touch Me. 

Me and Private Screenings are Viihat youll get in 
thissetQfGpack! 6CD’SS32 

•LATEX THE GAME' 
Find yourself in a 
sprawling retro- 
future city of 
Alphaville-with no 
way out. Your goal: 
E)q)lore every nortt 
and cranny of the 
desolate town for 
clues that wili even- 
tually lead you to 
the climax of the 
game. $44 


'TABLOID BEAU- 
TIES’ See 16 boda- 
tious beauties bare 
their hard bodies in 
mom than 500 hot, 
wet, intuactive nude 
photos. Hear girts 
reveal their most inti- 
mate secrets in over 
an hour and a half of 
lusty interactive 
phone conversa- 
bons. CO $19 
'HEIDI'S GIRLS 
EXPOSED' 
Heidi's Girls the 
X volume is 
scandalous. 
Meet the girls 
that rocketed 
Madame Heidi 
Fleiss' name 
the court room, 
in town in a bali- 
ROM. A fantasy 
$15 

‘STRIP POKffl PRO- 
FESSIONAL VOL 2' 
combmestheadionof 
5 Caid Drew Pdna 
with some \«y {Wer- 
ent table states. Erie, 
Clare. Sherry and 
Lana are 4 gorgeous 
opponents who are 
willing & able to bet it 
all for the chance to 
beat the pants off 
ycHf! CD $29 


Visa, t4C and Discover accepted. Cliecks held 4 weeks. MONEY ORDEIIS UNDER $203 SAME AS CASH COD SB. Pnm. nv.iilatiilii;, oiipi ciibjeci lo edange at any time. Hardware 
orders may require additional shipping and liandliiig cOaiges. Oeleciives leplaced with saiiie piuduct. Ail sales linal. Call for details. 

Shipping snd handling charges calculated on a pei order, per shinment. and per Item basis. The “per order'' charge is charged once per order placed and the 'per item" charge Is 
charoed nnen lor each item ordered and the 'per shiomenr charoe is chaiceO once tor each slilomeni we rnake to vou. 

StindiD Pnonr/ O-.ei Mill To Ma.lTo 

U.S.Mall U.S.mAi Nighi Ctitida The World 

sffl aI Y* W 

ParShipirem St.?S bl.OO $3 00 $7.00 $2.00 $2.00 

Perltam !V)75 Sl.im $100 $2.00 $2 00 $600 

Fach United .Stales nrrtnr will inniiirie a6-mnnin subscriotion to Comovur Games Sinreov PfusMaoaaine. tor which $6.00 of me order cost will be allocated, to beoin with the February 1997 Issue or later issues deoendma upon available magaane quantities. 








HALL OF FAME 


relcome to the Cooperstown of Computer Games. Here, 
raised upon pedestals, you’ll find the games that broke 


the records, established the benchmarks, and held gamers i 
delighted trances for untold hours. 


HIGHLIGHTS 


H 

■ Hy 



Front Page Sports Football Pro 

Sierra/Dynamix, 1993 

I ost pigskin games are either realistic 
stat-based sims dryer than our favorite 
martini, or so retlex-dependent that 
your gridiron savvy is rendered total- 
ly irrelevant. Front Page Football changed all that, 
somehow combining the best of both worlds, and improving 
up through FPS Football '95. winning an unprecedented three CGW Premier 
awards in the process. 

From the early 3D perspectives of FPS Football Pro, to the roloscoped play- 
er animations of FPS Football Pro '95, to the rich SVGA Windows 95 color 
palette of FPS Football Pro '97, the series has offered the best game graph- 
ics possibte-a lesson designer Patrick Cook learned from his involvement 
with TV Sports Football back in the heyday of Cinemaware on the Amiga. In 
addition to the appeal of great graphics and flashy replay features, FPS 
Football Pro models (he physics of the game on the field: the precise pass 
patterns run by receivers; the quick release of a Dan Marino pass; the block- 
ing power of a 300-pound offensive lineman. From the play editor to the 
updated rosters of NFL players (who actually play like their real-life counter- 
parts) and the career league options, no other game brings its sport to life 
quite like this one. Some computer football games offer better slat models 
and some console football games offer better action, but when most gamers 
think of computer football, they automatically think of Front Page Sports 


B 



Gettysburg: The Turning Point 

SSI, 1986 

I he American Civil War is suddenly a 
hot topic again, with games such as 
Robert E. Lee and TalonSoft’s 
BAnLEGROuND series combining 
exquisite graphics and plenty of historical flavor. 

Still, it took eight long years for Gehysburg: The Turning Point to 
be toppled from its perch as the top Civil War game. And despite the 
acclaim and strong sales of its descendants, Gettysburg still has value as a 
seminal design that effectively captures the feel of the Civil War's most 
famous battle. 

Gettysburg was one of the first computer games that seriously challenged 
board wargames in terms of realism. Chuck Krogel and David Landrey’s 
design placed an emphasis on leadership and the difficulties of command 
control on the 19th-century battlefield, The rules for melee, double-time 
marches, and limited visibility added to the fun and showed a good under- 
standing of Civil War tactics. Replayability was helped by random "what-if" 
set-ups and a reasonably challenging A1 that would vary tactics from one 
game to the next-something that many high-powered games today still 
have trouble achieving. The later games in the series, notably Shiloh, are 
still worth a look, provided you can get past the dated CGA graphics. But of 
all the early SSI games, Gehysburg has aged the most gracefully. Marse 
Robert himself would be proud. 


Modern Inductees 


Alone in the Dark 

Master of Orion 


(l-Motion, 1992) 

(MicroProse, 1993) 

^Inductees Pnor To 1989 

Betrayal at Krondor 

Railroad Tycoon 


(Dynamix, 1993) 

(MicroProse, 1990) 

Bahle Chess (Interplay Productions, 1988) 

Day of the Tentacle 

Red Baron 

Chessmaster (The Software Toolworks, 1986) 

(LucasArts, 1993} 

(Dynamix, 1990) 

Dungeon Master (FTL Software, 1987) 

Doom 

Sid Meier’s Civilization 

Earl Weaver Baseball (Electronic Arts, 1986) 

(id Software, 1993) 

(MicroProse, 1991) 

Empire (Interstel, 1978) 

Falcon 3.0 

Their Finest Hour 

F-19 Stealth Fighter (MicroProse, 1988) 

(Spectrum HoloByte, 1991) 

(LucasArts, 1989) 

Gettysburg: The Turning Point (SSI, 1986) 

Front Pace Sports Football Pro 

The Secret of Monkey Isund 

Kampfgruppe (Strategic Simulations, 1985) 

(Dynamix, 1993) 

(LucasArts, 1990) 

Mech Brigade (Strategic Simulations, 1985) 

Gunship 

Tie Fighter 

Might & Magic (New World Computing, 1986) 

(MicroProse. 1989} 

(LucasArts, 1994) 

M.U.L.E. (Electronic Arts, 1983) 

Harpoon 

UUIMA VI 

Pirates (MicroProse, 1987) 

(Three-Sixty Pacific, 1989) 

(Origin Systems, 1990) 

SimCity (Maxis, 1987) 

King's Quest V 

UuiMA Underworld 

Starfught (Electronic Arts, 1986) 

(Sierra On-Line, 1990) 

(Origin Systems, 1992) 

The Baho’s Tale (Electronic Arts, 1985) 

Lemmings 

Wing Commander I & II 

Ultima Hi (Origin Systems, 1983) 

(Psygnosis, 1991) 

(Origin Systems, 1990-91) 

Ultima IV (Origin Systems, 1985) 

Links 386 Pro 

WOLFENSTEIN 3-0 

War in Russia (Strategic Simulations, 1984) 

(Access Software, 1992) 

(id Software, 1992) 

Wasteland (Interplay Productions, 1986) 

M-1 Tank Putoon 

X-COM 

WttARORY (Sir-Tech Software. 1981) 

(MicroProse, 1989) 

(MicroProse, 1994) 

ZoRK (infocom, 1981) 
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PATCHES 


C omputer game programs have grown so massive and the 
number of hardware configurations has become so huge 
that incompatibilities and glitches are frustratingiy common. 


Software fixes, or “patches,” for buggy programs have become 
a necessary evii until we reach the golden age of standardized 
platforms and bug-free programs. New patches are in red. 


American Civil War V1.21: Many 
of the speed problems with the game on 
8 MB machines and/or Windows 3.1 are 
fixed, and the Al is improved as v,re!l. 

Battlecruiser 3000AD Release 

3C: The latest patch-release 3C-in 
this ongoing saga fixes a host of bugs, 
but don't go in with lofty expectatlona 

Civilization II V2.42 Update: This 
prevents crashes with auto-settiers, help 
and Civilopedia screens, in addition to 
many other tvreals. If you have V2,41 , 
the only addition is that heralds will now 
animate if you are using 32-bif video for 
windows. 

Cyberstorm: The harder missions are 
more difficult, while the d'lfficulty of the 
first 'Elite’ Mission is reduced. This 
patch also adds hotseal play, play by e- 
mail and opportunity fire. 

Deadlock VI. 2: If you barely meet 
the system requirements, this smoothes 
your path to planetary conquest. Do nol 
use this file for any demo version. 

F-22 Lightning Upgrade 
1.01.00.18: This Strangely-numbered 
file adds chat mode, additional 'look" 
views and more native jcystick support 
to NovaLogic's sim. Also, "secret" mis- 
sions have been unlocked, and VESA 
compatibility issues, static sounds, and 
high IRQ’s for modems are properly 
enabled as well. 

Gabriel Knight 2 Mac VI. 1: This 
Mac-only patch includes an interpreter 
update which fixes "Unimplemented 
Trap" error messages, random lockups 
and all other known issues. 

Jagged Alliance Deadly Games 
Patch: Cleans up your mercenary may- 
hem: no more “No Turn Limit” problems, 
or rare speech crashes It also includes a 
fix for the final mission of the main cam- 
paign and mission 34 of infinite cam- 
paigns plus all the new turn limit options 

Lighthouse Patch: The light does 
shine more brightly; palette th-ashing is 
fixed; lock-ups in dark domaii, /e ban- 
ished; the error opening resource 


65535/v56 in submarine cavern is cor- 
rected. The dark side is that you have to 
start the game over. 

Links LS V 1.30: Tee off without 
worry concerning the ball flight bug, 
sound script bug, or match play bug. 
Use only if you have V 1 .0-nof for the 
European version! 

Lords of the Realm II Patch: 

Would-be kings need worry no longer 
about battles crashing when music is 
turned off. arrow buttons not accelerat- 
ing as they should when selling/buying 
items, or the map of Europe crashing 
from the custom game screen. 

MechWarrior Mercenaries V1.05 
Patch: All clans will benelit from this 
latest upgrade from Activision, which 
repairs a number of mech deficiencies. 

NASCAR Racing Mac Vl.Ol: Don't 
lose Mac mileage worrying about car 
sels-just download this patch! 

Leisure Suit Larry 7 Patch: Don't 
put up with flatulence lockup! This patch 
will also eliminate saved game prob- 
lems, along with miscellaneous general 
protection faults and illegal operations 
messages. Be warned: if will invalidate 
existing saved games. 

MOO II V 1.2: Just when p thought 
Antares was safe to conquer, inlelligent 
aliens arrive bearing this patch, which 
promises many fixes, 

NHL Hockey Win 95 Vl.l:Only 
for Win 95 versions, this has a number 
of fixes and enhancements. Don’t try 
modem play unless both you and your 
opponent are patched, or you may suf- 
fer a lockup penalty. 

Shattered Steel V1.03 Upgrade: 

More 'mech mania can be had with this 
latest patch from Interplay, 

Third Reich VI. 21 Update: Mein 
Herr, we need concern ourselves with 
neither the Russian "deselect unit" bug, 
nor the freeze-up in Win95, any longer. 
Answer "ja" to any prompts to overwrite. 


WarCraft II: Beyond the Dark 
Portal V1.33 Patch: Ofcs and 
Humans alike will appreciate the fixes 
for incompalibility problems with old 
saved games. Expansion Heroes and 
the Draenor tilesel are now available in 
the Map Editor. This self-installing 
archive is onlyioi American versions of 
the game. 

Wing Commander IV Win 95 
Upgrade: 01’ Bluefiair might raise an 
eyebrov^ but this will update an existing 
MS-DOS installation of Wing IV to the 
Windov/s 95 version. Confederation 
commanders are encouraged to check 
the read.me file-also requires 
Microsoft’s DirectX2! 

X-Wing Update; Owners of the flop- 
py disk version can now light toe Empire 
in digital sound, without toe Dark Side of 
the Force locking toe game up. 



^ Chech for 
new patches 
on the demo 
disc. 


mm 


These patches can usually be 
downloaded from on line nelvrorks 
such as CompuServe and ZDNel, 
from Computer Gaming Worltl's 
Web site (btlp:#www.zdnet.com( 
gaming), or from individual soft- 
ware publishers' Web sites. 


^ Publisher Web Sites 

Many patches are available directly from the publishers, 
at the following sites: 

Accolade: http://www.accolade.com 

Activision: http://www,activision.com 

Apogee/30 Realms; http;//www.apogee1,com 

Atomic Games: http://atomic.com 

Bethesda: http://wwvzbethsoft.com 

Blizzard: http://www.blizzard.eom 

Bullfrog: htlp://ivwwiea.com/bulifrog.html 

Domark: http://wfwwdomark.com 

EA: http://www, ea.com 

EA Sports: htlp://www,easports.com 

Epic MegaGames: http;//www.epicgames.com 

Id Software: http;//wvw,idsoftware.com 

Interactive Magic: http://wwwimagicgames.com 

Interplay: http://wfwwinterpiay.com 

LucasAits: http;//www,iucasarls.com 

MicroProse/Spectrum HotoByte; http;//wwfw.microprosacom 

Microsoft: http://wfww.microsoft.com 

Mindscape: http;//www, mlndscape.com 

New World Computing: http://www,nwcomputing.com 

Ocean: htlp://www,ef2000.com 

Origin: http://www.ea, com/origin 

Papyrus: http://wwwsierra.com/papyrus 

Philips: hl!p://wwvzaimla.com/games 

Sierra On-Line: http://wwwsierra.com 

Spectrum HoloByte: http://wfWW.micropros&com 

SSI: htlp://wwwssionlin&com 

Take 2: htfp;//wwwtal®2gameacom/main.html 

Virgin: httpJ/wvAV.viecom 
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THE COMPUTER GAMING POLE • a monthly survey of cgw subscribers 


E ach month, 2,000 CGW subscribers are selected at random to rale 100 computer games. The results of that poll are combined with the results of pre- 
vious months to yield a cumulative average for the best plays in gaming, if you receive a ballot, please return it with your ratings so that other gamers 
and game publishers can benefit from your experience. 


£ TOP ACTION GAMES 


Duke Nukem 3D 

3D Realms 

8.60 

2 

Crusaden No Remorse 

EA/Origin 

8.26 

3 

The Need For Speed SE 

EA 

8.18 

4 

Crusader: No Regret 

EA/Origin 

8,08 

5 

Quake 

id Software 

8,04 

6 

Dark Forces 

LucasArts 

7.75 

7 

Doom II 

id Software 

7.75 

8 

Syndicate Wars 

EA/BuKfrog 

7.72 

9 

The Need For Speed 

EA 

7.63 

10 

Road Rash 

EA 

7,47 



TOP CLASSIC/PUZZLE GAMES 


a 


a 


i TOP ADVENTURE GAMES 


Pandora Directive 

Access 

8.37 

2 

Gabriel Knight 2 

Sierra 

8.34 

3 

Spycraft 

Activision 

7.77 

4 

Full Throttle 

LucasArts 

7.57 

5 

Star Control 3 

Accolade 

7.53 

6 

Under A Killing Moon 

Access 

7.34 

7 

Zork Nemesis 

Activision 

7.33 

8 

Phantasmagoria 

Sierra 

7.23 

9 

Star Trek: TNG, Final Unity 

Spectrum Holobyte 

7.12 

10 

Relentless 

EA 

7.08 


2 

You Don’t Know Jack 
incredible Toons 

Berkeley Systems 
Sierra 

8.15 

7,26 


Incredible Machine 2 

Sierra 

7.12 


Scrabble 

Hasbro 

6.89 


Monopoly 

Westwood/Virgin 

6.86 


Lemmings Paintball 

Psygnosis 

5.98 


Gearheads 

Philips 

5.72 


— 




— 
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[ TOP SPORTS GAMES 

^1 

Links LS 

Access 

8.70 

2 

Grand Prix 2 

MicroProse 

8,41 


NHL Hockey ’97 

EA Sports 

8.28 

4 

NASCAR Racing 

Sierra 

7.75 

5 

FPS Football Pro '96 

Sierra 

7.72 

6 

NHL Hockey ’96 

EA Sports 

7.70 


TViplepiay ’97 

EA Sports 

7,69 

8 

Madden ’97 

EA Sports 

7.63 


NBA Live '96 

EA Sports 

7,60 

10 

NBA Live ’95 

EA Sports 

7.56 


i TOP ROLE-PLAYING GAMES 

1 

Daggerfall 

Bethesda 

7.76 

2 

Might & Magic: Clouds Of Keen 

New World Computing 

7,70 

3 

Anvil Of Dawn 

New World Computing 

7.33 

4 

Stonekeep 

Interplay 

7.01 

5 

Ravenloft: Stone Prophet 

SSI 

6.77 

6 

Albion 

Blue Byte 

6.28 

7 

8 

Wolf 

Sanctuary Woods 

6.21 

* 

— 



LiL 

- 




1 TOP SIMULATION/SPACE COMBAT GAMES 


Wing Commander IV 

EA/Origin 

8.55 


MechWarrior 

Activision 

8.35 


Wing Commander 3 

EA/Origin 

8,24 

4 

AH-64 Longbow 

EA/Origin 

8,19 


EF2000 

Ocean 

7.99 


U.S. Marine Fighters 

EA 

7.96 


Silent Hunter 

SSI 

7.91 

8 

Novalogic Lightning F>22 

Novalogic 

7.86 


Advanced Tactical Fighters 

EA 

7.74 

10 

U.S. Navy Fighters 

EA 

7.63 


i TOP STRATEGY GAMES 

Pi 

WarCraft 11 Expansion 

Blizzard 

9.08 

2 

WarCraft II 

Blizzard 

8.96 

3 

Civilization II 

MicroProse 

8.84 

4 

C&C: Covert Operations 

Westwood/Virgin 

8.55 

5 

Command & Conquer 

Westwood/Virgin 

8,45 

6 

Master Of Magic 

MicroProse 

8.06 

7 

Heroes Of Might & Magic 

New Worid Computing 

8.02 

8 

Jagged Alliance: Deadly Games 

Sir-Tech 

7.78 

9 

Jagged Alliance 

Sir-Tech 

7.77 

10 

Warlords li Deluxe 

SSG 

7.76 


it TOP WARGAMES 


Steel Panthers Campaign Disk 

SSI 

8.61 

2 

Steel Panthers 

SSI 

8,50 

3 

Panzer General 

SSI 

8.37 

4 

Battleground: Shiloh 

TalonSoft 

8.25 

5 

Battleground: Waterloo 

TalonSoft 

7.93 

6 

Robert E. Lee Civil War General 

Sierra 

7.89 


Battleground: Gettysburg 

TalonSoft 

7.53 

8 

Perfect General H 

QQP 

7.10 

9 

Flight Commander 2 

Avalon Hill 

7.06 

L!L_ 

Allied General 

SSI 

6.91 



C 1 

WarCraft II Expansion Disk 

Blizzard 

ST 

9.08 


2 

WarCraft 11 

Blizzard 

ST 

8.96 


3 

Civilization II 

MicroProse 

ST 

8.84 

ic 4 

links IS 

Access 

SP 

8.70 

'k 5 

Steel Panthers Campaign Disk 

SSI 

WG 

8.61 

k 6 

Duke Nukem 3D 

3D Realms 

AC 

8,60 


r 2 

Wing Commander IV 

EA/Origin 

SI 

8.55 



C&C; Covert Operations 

WestwoodA/irgln 

ST 

8.55 


9 

Steel Panthers 

SSI 

WG 

8.50 


10 

Command & Conquer 

Westvw)odA/irgin 

ST 

8.45 


11 

Grand Prix 2 

MicroProse 

SP 

8.41 

★ 12 

Pandora Directive 

Access 

AD 

8.37 



Panzer General 

SSI 

WG 

8.37 


14 

MechWarrior 2 

Activision 

SI 

8.35 


15 

Gabriel Knight 2 

Sierra 

AD 

8.34 


16 

NHL Hockey ’97 

EA Sports 

SP 

8.28 


17 

Crusader: No Remorse 

EA/Origin 

AC 

8.26 



Battleground: Shiloh 

TalonSoft 

WG 

8.25 


19 

Wing Commander 3 

EA/Origin 

SI 

8.24 


20 

AH-64 Longbow 

Origin 

SI 

8.19 


21 

The Need For Speed SE 

EA 

AC 

8.18 

★ 22 

You Don't Know Jack 

Berkeley Systems 

CP 

8.15 


23 

Crusader: No Regret 

EA/Origin 

AC 

8.08 


24 

Master Of Magic 

MicroProse 

ST 

8.06 


25 

Quake 

id Software 

AC 

8.04 


26 

Heroes Of Might & Magic 

Nev/ World Computing 

ST 

8.02 


27 

EF2000 

Ocean 

SI 

7.99 


28 

U.S. Marine Fighters 

EA 

SI 

7.96 


29 

Battleground: Waterloo 

TalonSoft 

WG 

7.93 


30 

Silent Hunter 

SSI 

SI 

7.91 


31 

Robert E. Lee Civil War General 

Sierra 

WG 

7.89 


32 

Novalogic Lightning F-22 

NovaLoglc 

SI 

7,86 


33 

Jagged Alliance: Deadly Games 

Sir-Tech 

ST 

7.78 


34 

Jagged Alliance 

Sir-Tech 

ST 

7,77 



Spycraft 

Activision 

AD 

7.77 

★ 36 

Daggerfall 

Bethesda 

RP 

7.76 



Warlords II Deluxe 

SSG 

ST 

7.76 


38 

NASCAR Racing 

Sierra 

SP 

7.75 



Dark Forces 

LucasArts 

AC 

7.75 



Doom 11 

id Software 

AC 

7.75 


41 

Advanced Tactical Fighters 

EA 

Si 

7.74 


42 

WarCraft 

Blizzard 

ST 

7.73 


43 

Syndicate Wars 

EA/Bullfrog 

AC 

7,72 



FPS Football Pro ’96 

Sierra 

SP 

7.72 


45 

Might & Magic: Clouds Of Keen 

New World Computing 

RP 

7.70 



NHL Hockey '96 

EA Sports 

SP 

7.70 


47 

Tripleplay ’97 

EA Sports 

SP 

7,69 


48 

The Need For Speed 

EA 

AC 

7.63 



Madden '97 

EA Sports 

SP 

7,63 



U.S. Navy Fighters 

EA 

51 

7.63 


A 


TOP 100 GAMES 





51 

Fantasy General 

SSI 

ST 

7.62 

52 

NBA Live ’96 

EA Sports 

SP 

7.60 

53 

Full Throttle 

LucasArts 

AD 

7.57 

54 

NBA Live ’95 

EA Sports 

SP 

7.56 

55 

CivNet 

MicroProse 

ST 

7,54 

56 

Star Control 3 

Accolade 

AD 

7.53 


Battleground; Gettysburg 

TalonSoft 

WG 

7,53 

58 

PGA Tour Golf 486 

EA Sports 

SP 

7,49 

59 

Road Rash 

EA 

AC 

7.47 

60 

Missionforce Cyberstorm 

Sierra 

ST 

7.46 

61 

Tony LaRussa 3 '96 

Stormfront Studios 

SP 

7,45 


Descent II 

interplay 

AC 

7.45 

63 

FPS Football '95 

Sierra 

SP 

7.43 

64 

X-Com: Terror From The Deep 

MicroProse 

ST 

7.39 

65 

Under A Killing Moon 

Access 

AD 

7.34 

66 

Zork Nemesis 

/tctivision 

AD 

7.33 


Anvil Of Dawn 

New World Computing 

RP 

7.33 

68 

Sim City CD-Rom 

Maxis 

ST 

7.32 

69 

NHL Powerplay 

Virgin 

SP 

7.27 


Hexen 

id/Raven 

AC 

7.27 

71 

Incredible Toons 

Sierra 

CP 

7,26 

72 

Magic Carpet 2 

EA/Bullfrog 

AC 

7.25 


Wings Of Glory 

EA/Origin 

SI 

7.25 

74 

Phantasmagoria 

Sierra 

AD 

7.23 

75 

EWJ 1&2: Whole Can 0 Worms 

Playmates 

AC 

7.21 

78 

Terra Nova: Strike Force Centauri Looldng Glass 

AC 

7.19 


Flight Unlimited 

Looking Glass 

SI 

7.19 

78 

Virtual Pool 

Interplay 

SP 

7.18 

79 

Shattered Steel 

Interplay 

SI 

7.14 

80 

Star Trek; TNG, Rnal Unity 

Spectrum Holobyte 

AD 

7.12 


Virtua Fighter PC 

Sega 

AC 

7.12 


Incredible Machine 2 

Sierra 

CP 

7,12 

83 

Perfect General II 

QQP 

WG 

7,10 

84 

Hardball 5 

Accolade 

SP 

7.09 


Caesar II 

Sierra 

ST 

7.09 


Hyper 3D Pinball 

Virgin 

AC 

7.09 

87 

Relentless 

EA 

AD 

7.08 

88 

System Shock 

EA/Origin 

AC 

7.07 

89 

Flight Commander 2 

Avalon Hill 

WG 

7.06 

90 

The Dig 

LucasArts 

AD 

7.05 

91 

Stonekeep 

Interplay 

RP 

7.01 

92 

1942 Pacific Air War Gold 

MicroProse 

SI 

6.98 


3D Ultra Pinball; Creepnight 

Sierra 

AC 

6.93 

94 

Heretic 

id/Raven 

AC 

6.97 

95 

Legends Of Kyrandia 3 

Westwood/Virgin 

AD 

6.96 

96 

Aces Of The Deep 

Sierra 

SI 

6,95 

97 

Time Commando 

Activision 

AC 

6.92 

98 

Z 

Virgin 

ST 

6.91 


Allied General 

SSI 

WG 

6.91 

100 

Scrabble 

Hasbro 

CP 

6.89 


Games on unnumbered lines are tied with game on line above. iK = Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space Combat, 
ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Ciassic/Puzzle. Games are retired after two years and become eligible for the Hail of F^me. 


MARTIN CIRULIS 
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WhafsThe ^ 
Deal With... 
Video Games? 



I t seems every time I make 
some backhanded 
grumpy comment about 
Super Mario and his ilk in 
this column, CGH/ is 
bombarded by, oh, a 
handful of letters from 
loyal readers who feel per- 
sonally affronted by my casual disre- 
gard of their beloved Console Game 
Machines. The bruised responses 
usually run along the lines of: how 
could I ever dismiss such a great 
boon to gamers as [fill in the name of 
their console]; and obviously I have 
never played the games because if I 
had, I would know better; not every- 
body can afford to buy a high-end PC 
and I should thank the gods that 
affordable game technology exists; 
not just kids play them; and so on 
and so forth„.yakily-shmackity,., 
blah, blah, blah. 

First of all, I have no dislike of the 
technology itself. Console machines 
have been bringing cheap gaming 
thrills to the masses since before there 
really me home computer games, 
and I have some very fond memories 
of them. Hell, 1 still have my Vfectrex 
somewhere. (Well, okay, I really do 
despise the GameBoy.) If all you really 
want is a game machine, then certain- 
ly it would not be clever to shell out 
the \m Gs tor a basic Pentium rig. 

You would be much better off spend- 
ing $200 on a 64-bit console. 

I am mildly annoyed at some of the 


ads for these new 64-bit machines, 
but only in the sense that they are 
eagerly taking credit for "inventing" a 
few things that computer games have 
been working out the bugs on for 
years. “Full 360 degree movement!!!!’’ 
they squeal. Yeah, I got that in Ultima 
8-teil me something else. 

Despite this, my only real reserva- 
tion about console technology is the 
same I have about any limited (i.e., 

Pii Is it just 
me, or is it 
goofy to 
make a big 
deai out of 
Donkey Kong 
Country? yy 

lobotomized) technology: the fact that 
at the end of the d^, your game 
machine is just that, a game 
machine. I have the same problem 
with these new Web boxes they are 
hawking now. Sure, it’s $200 for a 
self-contained Web browser. Great! It 
gets me on the net cheap, but I sure 
hope I don’t ever develop the urge to 
type. Now 1 am sure some of you out 
there are just itching to tell me all the 
wonderful gadgets you are going to 


be able to add onto your Nintendo 
64, which will make it as versatile as 
a PC, and that may well be true. On 
the other hand, it's been tried before. 
Anybody remember ColecoVision? 
The Adam? 

No, the thing that really feeds my 
disdain lor the console scene are the 
games themselves. Those endless, 
huge-selling, inane games that 
nobody seems to notice are exactly 
the same game with different sprites. 
Again, save the list ot very cool car- 
tridge games you have played. I have 
probably played most of them. There 
must be nearly a dozen cartridge 
games that are equivalent to PC titles 
in complexity, gameplay and novelty 
Hell, until the '97 edition, the car- 
tridge versions of EA’s hockey games 
actually had better gameplay than the 
PC versions. But c’mon, we are talk- 
ing a handful of games amongst hun- 
dreds, and most quality cartridges get 
a minuscule amount of coverage 
compared to the endless clones. 

Is it just me, or is it goofy to make 
a big deal out of Donkey Kong 
C oufjTRY? Do you dedicated cartridge 
fans notice that for all intents and 
purposes, it is the same bloody 
game as the first Mario? You scroll 
around jumping over and onto things 
while finding secrets and power-ups. 
Is swinging instead of jumping really 
that thrilling of a dift? The first Donkey 
Kong that started it all 17 years ago 
was more original than what is leap- 


ing off the shelves now. 

If Nintendo wants to shuck their 
For-Rabid-Teens-Only image, then 
perhaps they should have showcased 
the Shadows of Empire game instead 
of dumb or Mario jumping for coins. 
“Oh sure, it’s the same damn game... 
but now you can jump in ANY direc- 
tion!!!!" or 'l..but now you can kick oft 
your opponent’s head in 3D!!!’’ What 
a bloody waste of the tech. I’ll stop 
considering the cartridge market 
mainly tor kids when side-scrollers 
and fighting games (even in 3D) die 
on the racks instead ot selling mil- 
lions. 

And if I ever need to find a para- 
noid rationale for my dislikes, I can 
always look to companies like Sega, 
Virgin and Sierra, which seem to 
believe that Auto-Play CD-ROMs = 
Cartridge Games. 1 have no problem 
with PC games leaking over and 
making cartridge games cooler. I 
have extreme problems with execs 
who think the two markets are inter- 
changeable and all we need are a few 
more Virtua Squads, Grid Runners, or 
Thexders to get the PC market going. 

So if you are an adult gamer who 
is using a game console to supple- 
ment your aging PC, using it to gain 
access to interesting games with cut- 
ting-edge graphics, then relax. When 
I slack up Mario, I don't mean you. 

On the other hand, if you can’t 
wait for Sonic 3D...go right ahead 
and get offended, % 
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ducing 

J ack Nicklam 4 



This is the Course Designer that created all 
5 Nicklaus-designed courses in the game! 

Use the Designer to re-create your favorite 
course! Import, modify, and play courses 
from previous Nicklaus games! 


D 


Challenge golfing legend Jack Nicklaus - 
The Golfer of the Century - on one of his 
own signature courses! 


Play with friends across the room or 
around the world via serial, modem, LAN, 
and the Internet! 


"The Course Designer 
is a landmark!" 

■T. Liam McDonald 

PC Gamer 

"...gives Links LS a 
run for its money." 
Strategy Plus 

"A truly revolutionary 
product. Links finally has 
some stiff competition. A 
Course Designer so easy 
to use, that you'll quickly 
find yoursel f addicted. 
16.7 million colors with 
one major improvement: 
virtually no redraw wait. 
Computer and 
Net Player 

"...promises to be 
among the greatest '-, 
achievements yet om 
the electronic links. 

PC Games 
impressive..." 
COLFWEEK 


Course 


CIRCLE READER SERVICE #290 


Featuring Colleton River Plantation, 
Country Club of the South, Muirfield Village, 
Cabo del Sol, and Winding Springs. 


The Course Designer 



Input the basic details 
of a course from a real 
scorecard-the "Wizard’ 
automatically routes 
each hole. 



Choose from over 100 different types of 
trees, bushes, rocks, and other objectsi 


"Is it live or is it.. .7" Our 
Course Designer Is so 
true-to-llfe, it’s hard to tell 
the difference! 

This image is of the 3rd 
Green at Country Club of 
the South. The left half of 
the image is from the 
Course Designer; the right 
half of the image is an 
actual photo. 



Choose from a variety 
of templates, or create 
your own shapes. 
Changing terrain is as 
easy as click-and-drag. 





The Approach Shot 


New "Intensity Control'"" 
reproduces the dynamics 
that shape the shot. "Club 
up and swing easy" for 
control or a low trajectory; 
"swing hard" when you 
want spin and distance. 


Call 1-800-245-7744 
to order direct 


I-VC.K-VJ 


Pop-up 
displays are 
optional- 
leave them 
off for the 
purest 
golfing 
experience. 


Every shot flies, bounces, 
and rolls true to the 
game, with the best 
ball physics model in 
existence. Courses are 
accurate to within 6 
inches! 


Weather can 
change in the 
middle of the 
round, and 
natural wind 
variations and 
every possible 
turf condition 
add to the 
challenge! 


The fastest 
screen 

redraw times 
on the PC 
allow the 
camera to 
automatically 
switch to the 
landing in 
full-screen, 
from varying 
viewpoints! 


Multiplayer play is fully 
supported, including 
recorded rounds, shared 
keyboard, serial, modem, 
LAN and Internet play. 




' ^r enhanced gameplay, this optional 
grfd floats down and drapes itself 
ower the green, clearly showing all 
high and low spots. 


Look for the lack Nicklaus 4 
playable demos in select 
magazines, online at 
http://www.accolade.com 
or at your local retailer. 

For hints and tips on Accolade products, 
call Accolade Direct 1-900-454-HINT. 
S0.99/minute. If you are under 18, 
please get your parents' permission 
before making this call. 


Our new 
approach 
makes putting 
more realistic. 
Mow fines on 
the green help 
you read the 
contour. 


Separate 

c^tipping 

and putting 

meters 

maximize 

control 

around the 


4, Accolcidu. und llio Snlo Plus logos arc Iradcinarks of Accolade, Inc. ©1996 Accolade, Inc. All rights reserved. All other trademarks arc of their 
^fespcctive owners. Screen.shots from pre-Alpha version of the game. Actual screen shols may vary. 


CIRCLE READER SERVICE #290 





